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Capcom employee for 25 years, Takeuchi was coming up on his 46th birthday. 
When he thought about how many more games he'd get the chance to make in his life, 
he felt that time couldn't be wasted on an unsatisfactory product. 


“I should make the best possible RESIDENT EVII can.” 


Jun Takeuchi 
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The Meaning of 


was June 14th, 2016, at 9:30 AM JST, 
SIDENT EVIL series producer 
ka Kawata and a number of other 
members were in Los Angeles, waiting 
anticipation and anxiety. They were at 
e world's largest video game event, E3 
016. This show had the attention of 
worldwide, and the team was about 
announce a game. It was the latest 
Staliment of a series that Capcom poured 
heart and soul into, a series with 
national acclaim. 


E3 2016 PlayStation Press 
ce finally began at 10 AM JST. A 
of AAA titles for PlayStation 4 were 
inced, filling the venue with cheers 
time. 
minutes into the conference, the 
was shrouded in an eerie silence. A 
had started. 
audience's eyes were glued to the 


screen. The first thing they saw was an 
ominously ringing black phone. Next, there 
was a dilapidated house. A corpse was 
sprawled on the ground, There was 
something that resembled organs and then 
some mysterious characters. As they 
watched in silence, everyone doubtlessly 
believed this unidentified, terrifying video 
must be some new horror game, 

But at the end, the moment the title 
appeared, not only the press and industry 
people packed into the venue, but also 
gamers watching the live stream around the 
world thunderously cheered. 

lt was RESIDENT EVIL 7, the long- 
awaited new installment of the RESIDENT 
EVIL series. 


Incidentally, if you take a look back at the 
live stream, you may notice something. I'm 
referring to the moments between when the 
title appeared and the applause began. The 


That Moment of Silence 


meaning of that moment of silence was 
perhaps what Kawata and the resi of the 
staff had hoped for. The unexpected 
announcement of RESIDENT EVIL 7 
caused confusion; the revelation that what 
the audience thought was a whole new 
series was in fact RESIDENT EVIL caused 
shock, and the cutting edge, realistic 
graphics of this new installment caused 
awe. This massive change from the series 
thus far left everyone in silence for a 
moment before all their emotions converged 
into delight. 

Kawata and the rest of the staff were 
undoubtedly relieved to see this reaction. 
RESIDENT EVIL 7's introduction to the 
world was received as planned, possibly 
even better than planned, and they got to 
witness the instant it happened. 


Until this announcement at E3 2016, they 
had been hiding that RESIDENT EVIL 7 
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existed. In our internet-based information 
society, you are unlikely to find a AAA title 
that has leaked so little information in 
advance. The surprise was only possible 
because of the hard work the RESIDENT 
EVIL team. 

That effort more than paid off. News of the 
never before mentioned, new RESIDENT 
EVIL game rapidly spread across the globe. 

Gamers around the world had most 
certainly been waiting for this news. 


The first RESIDENT EVIL was released in 
Japan on March 22nd, 1996. Over the next 
twenty years, the series went through 
numerous daring evolutions, gaining more 
fans each time, to the point where it's now 
known to anyone, not just gamers 

And then, at last, information on the 
seventh game impacted the world. 

As |'m sure many readers already know, 
RESIDENT EVIL is trying to go in a 
considerably different direction with 7. The 
intention is to return to the core of the 
series but in an evolved form. 

The terrifying graphics are the first thing to 
catch the eye. For the development of 

RESIDENT EVIL 7, Capcom created a new 
engine known as the RE Engine. It's 
capable of producing photorealistic images 
‘on the level of live-action movies, not only 
through how it renders various objects, but 
also with dust and other such details in the 
atmosphere. Originally created for 
RESIDENT EVIL, the RE Engine is truly 
next generation, and Capcom intends to 
use it on many future titles. 

RESIDENT EVIL 7's most revolutionary 
changes are in the gameplay department. 
The view has switched from a third-person 
perspective to “Isolated View”, a first- 
person perspective. The setting is a sinister 
house as in the first RESIDENT EVIL, and 
there's no sign of any existing RESIDENT 
EVIL characters. It's not just the enemies; 
the details of the protagonist have also 
been entirely unpublicized. 


A RESIDENT EVIL 7 demo was also 
released when the game was announced. 
The surprise of receiving a demo on the 
day of the announcement garnered shouts 
of delight and many reactions from gamers 
around the world. 


The one who paid most attention to 
gamers’ reactions on that day was most 
likely Kawata. While he was relieved by the 
response to the game's debut, he watched 
the following situation with a cool head, 
Kawata was the series producer for 
RESIDENT EVIL and had the duty of 
making certain the project succeeded. 

The previous game, RESIDENT EVIL 6, 
sold 6.7 million copies internationally. It 
wouldn't be odd for a sequel to follow in 
the footsteps of the game that preceded it. 
But RESIDENT EVIL 7 didn't do that. Why, 
as series producer, did Kawata take on the 
tiskier option of going in a new direction? 

To understand why, you need to know 
what Capcom's CEO, Kenzo Tsujimoto, 
always tell his employees. 


“Always strive to make the best stuff you 


can. 


One of those employees took those words 
to heart. 

He's the manager of development on 
RESIDENT EVIL 7, Jun Takeuchi. 
Takeuchi had two ideas in mind. One was 
to do what Tsujimoto said and make the 
best stuff he could. 


The other was to solve some long- 
persisting issues in the Japanese game 
industry, namely, the issues of ever-rising 
production costs and the need to develop 
new talent. Takeuchi wanted to construct a 
more efficient development environment 
and, most importantly, help develop new 
talent for the next generation. When 
Takeuchi was designated general manager 
of the RESIDENT EVIL 7 project, the first 


thing he asked the team was, “What Is 
RESIDENT EVIL really?” 

If, for example, the team wanted those who: 
enjoyed the first RESIDENT EVIL to be 
reminded of the fear they felt while playing) 
it for the first time, they had to be careful 
not to simply copy the first game lest they 


produce a game that only exists for] 


nostalgia's sake. What was needed was @ 


new type of horror game, but one that still] 
had what made RESIDENT EVIL 
interesting. Takeuchi's first step, both| 
toward the production of RESIDENT EVIL) 
7 and the production of the next generatior 


of talent was to ask each member of the} 
team, “What is RESIDENT EVIL?” He 
managed the development environment} 
while helping new game developers grow, 
In other words, he “made good stuff.” 

It was only natural that Kawata, who alsa} 
long worked at Capcom and oversaw thel 


- 


DENT EVIL series, agreed with 


Fexeuchi' s efforts. 

Of course, they had no idea whether this 
==y unconventional RESIDENT EVIL would 
Se well received by the series’ longtime 
Ses. That is why, following E3, Kawata 
Seid such attention to the response from 
mers. 

The results: The Conference hall was filled 
with shouts of shock and joy, Reaction 
weeos showing the instant fans saw the 
@mouncement were uploaded all over video 
Sering sites. Videos where fans literally 


amped for joy became a topic of 


Sscussion. 
The demo also received widespread 


"sctions. There was, as it tumed out, some 


lusion over the extreme changes to the 


RESIDENT EVIL series. But far exceeding 
Set were impressions like the following 


was too scared to go on.” 


MORE 
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‘Even my own footsteps scared me. 


‘| couldn't even get myself to go to the 
bathroom.” 

They all agreed on one thing. “It's actually 
scary.” 

That was what Kawata, as well as 
Takeuchi and the rest of the development 


staff, hoped for. 


As game fans, we look at the release of a 
famous series’ newest game almost like a 
holiday. But before that glorious day, there 
are days upon days of struggle. How did 
RESIDENT EVIL 7 become what it was? 
What were the challenges faced along the 
way? This report details the path leading 
up to the announcement at E3, and the 
steps following that up to the game's 
release. Starting on the next page, let's 
look at the birth of RESIDENT EVIL 7. 
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The Birthday of RESIDENT EVIL 7 


There's a game developer named Jun 
Takeuchi. He's worked closely on the 
RESIDENT EVIL series since the first 
game's release in 1996, even working as 
the producer on RESIDENT EVIL 5. 

On January 4th, 2014, Capcom's first 
workday of the new year, CEO Kenzo 
Tsujimoto called Takeuchi to his office, and 
this is what he said. 


“RE's been having some trouble. Can you 
take care of it?” 


At the time, development of the latest 
RESIDENT EVIL was in a rough spot. 
RESIDENT EVIL 6 had sold 6.7 million 
copies, satisfying many gamers with its 
ensemble cast of appealing characters and 
strong action elements. However, with the 
increasing focus on action, the horror 
elements conversely decreased, Longtime 


fans had mixed opinions. 


It was probably only natural that the next 
numbered title would be unsure of which 
direction to go in. They couldn't retread the 
same ground as RE6, but it wouldn't be 
easy to change the successful parts. The 
new game ran into a wall in its early 
planning stages. 


Tsujimoto wanted to break through that 
wall by putting Takeuchi, who long had 
deep connections with RESIDENT EVIL 
and already supported the project from a 
management position, back on the front 
line. 


Considering the situation, being tapped by 
Tsujimoto would make just about anyone 
hesitant. He was being entrusted with the 
new RESIDENT EVIL, and the pressure of 
carrying the series was heavy indeed. 

But although the sudden request caught 


Takeuchi off guard, he wasted no time 
responding. 


“Understood. Allow me to take the projec’ 


His answer came instantly. That mom 
was the true beginning of RESIDENT E' 
a 

Tsujimoto's trust may have been just 
inspiring. 

But why did he take on the inevital 
daunting task of RESIDENT EVIL 7 
development? 

Takeuchi had no particularly complicat 
reason for it. 


Anyone else might have had reservati 
But Takeuchi thought, if it was going to 
that difficult, it's best to take up 
challenge without letting anything hold 


down. 


Thus, Takeuchi became the manager of 
Re RESIDENT EVIL 7 project. but he 
Wouldn't figure out exactly what action to 
ee until about a month later. 

Takeuchi spent that month thinking long 


Sec hard about what to do. 


= had two ideas from the start. One was 
B= make the best stuff he could. 

The other was to solve some long- 
Mersisting issues in the Japanese game 
Wessiry. Namely, the ever-rising production 
sts and the need to develop new talent 
Bekeuchi wanted to construct a more 
Bicient development environment and, 
est importantly, help develop new talent 


& the next generation. 


st, he considered how to make “good 


Te RESIDENT EVIL series thus far had 
Been developed by well-established 


Heatives. However, paying too much mind 


to the content of previous games in the 
development of this one would only hold 
him back. 

It was the methods used to develop 
previous RESIDENT EVIL games that were 
really worth learning from. Looking back, 
each game in the series had a “core” 
image. The first game had its sluggish 


zombies, and RE4 had the chainsaw man 


Thanks to his close involvement with the 
development of many RESIDENT EVIL 
games, Takeuchi knew that well. He started 
with the game's core image, then, by 
sharing that image with the entire staff, he 
was able to create a game with a strong 
backbone. What was important was how 
they expanded from that core and whether 
the many staff members could stick to the 
image. Teaching this method would be the 
first step toward developing the next 


generation of talent. 
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He also considered his own age. A 
Capcom employee for 25 years, Takeuchi 
was coming up on his 46th birthday. When 
he thought about how many more games 
he'd get the chance to make in his life, he 
felt that time couldn't be wasted on an 
unsatisfactory product. 

“| should make the best possible 


RESIDENT EVIL | can.” 


With that decided, Takeuchi's next step 
was to determine what his personal favorite 
elements of RESIDENT EVIL were. 

What is RESIDENT EVIL? It's a horror 
game more than anything. Associated with 
that is the idea of exploring an area where 
dangerous enemies lurk. It's the nerve- 
wracking sense that something could attack 
at any time. And it's the resource 
management that demands fighting with the 
limited resources available. Strong weapons 
could stop any foe from being frightening, 
but there are always limits on ammo. If the 


items you're relying on run out, the terror 
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instantly multiplies. These are the elements 
that have carried on throughout the series, 


and those that could be taken to the next 


level on next generation platforms. 


A switch to a first-person perspective could 

likely intensify the spine-tingling elements 
of the game. Takeuchi decided that, if 
possible, a first-person perspective was the 
way to go. Even at this early stage, RE7 
had already begun to set itself apart from 
the rest of the series. Takeuchi didn’ t 
hesitate to make changes from past 
installments if those changes were 
necessary to produce the best possible 
RESIDENT EVIL. 


At the time, open world games were a 
worldwide trend, but Takeuchi felt that style 
of large-scale game wasn't a good fit for 
the Japanese, and especially not for 
Capcom's development teams. What the 
Japanese excel at is craftsmanship, taking 
one element and using it to its fullest 


potential. In other words, it's the “Narrow, 


yet deep as possible” approach. 


After putting it all together, Takeuchi knew 
what he wanted to do. He wanted to create; 
the scariest RESIDENT EVIL yet. Ang 
bringing out the horror certainly wouldn® 
take many combat elements. The setting 
also didn't need to be that large, nor did 
there have to be many different enemies 
He wondered whether the online aspect: 

we expect in every big game nowaday: 

were really necessary. Horror games are! 


scariest when played alone, obviously. 


However, taking that approach revealed} 
another problem. The way of the industry 
was always to make each big release larger 
and flashier than the last. Would gamers 
accept a game that was narrow and deep, 
the antithesis of that idea? And how much 


of the staff would go along with it? 


The assembly of an all-new REF 


development team was about to begin. 
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as well as maximizing advertising and 
sales. For a game presumed to sell in the 
millions in advance, a massive budget 
would be provided, and equivalent sales 
would, of course, be expected in return. 
Such a heavy responsibility could only be 
left to someone who's overseen RESIDENT 
EVIL for as long as Kawata has. 

The other producer, who would mainly deal 
in international marketing as the promotion 
producer, is someone Takeuchi invited 
personally. He was Tsuyoshi Kanda. 
Throughout his 14 years of experience in 
sales for Capcom, six were spent under 
Capcom USA. With his constant search for 


ways to expand sales globally and his 
experience in both domestic and 
international sales, Takeuchi saw Kanda as 
a vital part of RE7’s success. But because 
his main fields are sales and marketing, 
he'll be discussed a bit later. 

Now they had the owner, the director, the 
project manager, and the producers. 

You may not know exactly what all these 
positions do, but they're best explained 


using Kawata's words, 


“If a game isn't good, it's the director's 
fault. If it isn't completed on time, it's the 


project manager's fault. If it doesn't sell, it's 


the producer's fault. And ultimately, 
tesponsibility falls on the owner.” 


Also, as stated in the previous chapt 
Takeuchi felt the need to construct a 
efficient game development environme 
and develop the next generation of tale 
He felt that the development of RE7, 
particular, might be the culmination of 
work as a game creator. In which case, 
wanted to leave as much to the ne 
generation as possible. 


To that end, one of his tests was the gan 
engine. 


© game engine would have a great 
Sect on the development staff and their 
= ronment. Game hardware was ever 


Bencing and evolving, but making full use 


= = new console required long periods of 
Setaware research. To put it simply, the 


Here serves the purpose of optimizing the 


are and making it easy to work with. 


Mest game makers us 


a user-friendly 
Seereral purpose engine. 
Eewever, for the development of a game 


~_ 


7, Takeuchi thought a highly generic 
Nrere developed by another company may 


ee De appropriate. Often, those engines 


aren't a good fit for the development of 
cutting edge games. 

For RE7's development, a specialized 
engine was needed. It didn't need to be 
something another company could use, it 
just had to be for Capcom, and for future 
installments of the RESIDENT EVIL series. 


Takeuchi had a theory about the 
development of new engines. When you're 
trying to develop something for use by 
many people, you seek the opinions of 
many people, But was that really right? Ar 
engine like that could only solve the most 


basic problems. He thought an engine 


should be specialized to have a specific 
person's desired functions, such that it 


solves those particular issues well, and 


then leave it to the staff to use it. Such an 
engine is what Takeuchi wanted to make 
for RESIDENT EVIL 7, This engine would 


later become known as the RE Engine. 


And so, by the end of February 2014, the 
initial team members, numbering less than 
ten people in total, were assembled, and 
the core of the team was complete. 

The search for talent continued, prioritizing 
individuals who agreed with a wildly 
different development approach, or those 
who felt a special affinity for horror-focused 
games like RESIDENT EVIL. Teammates 
with the necessary skills, and the shared 
objectives and ideals, were located one by 


one. 
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One Man's Standards 


With RE7's members assembled, Takeuchi 
next wanted to get across his image for 
how the team operated. He got in front of 
the team and said the following, 


“Simply put, I'm the hurdle. If | say it's 
good, it is. If | say It's not, it isn't. Don't 
concer yourself with what the company or 
anyone else says. First and foremost, | 
want you to do the job you're supposed to.” 


The statement came-off as rough, but it 
was delivered with good reason. Most 
companies collect data about what the 
consumers think, how they feel, what they 
want, what the market's like, and so on. 
Nowadays, the internet has even expanded 
our information gathering abilities to an 
excessive degree. However, anything 
produced in response to that data is 
incapable of surpassing the consumers’ 
expectations, because it's based on what 


they've already seen before. 


Takeuchi had a similar thought to when he 
started development of the RE Engine. 
When someone tries to make something 
big, they seek many people's advice. 
However, that doesn’ t necessarily bring 
good results. He already had the core 
vision for REZ in his head. All he had to do 
was leave it to the staff to implement that 


vision. 


In order to accurately communicate his 
core vision, Takeuchi poured his energy 
into sharing the concept of RE7 with the 
team. He figured they could be left to work 
independently once they all soaked it in. If 
anyone on the team had a good idea, he 
wanted him or her to go through with it 
without fear of failure. After a trial and 
error process, he would order the team to 
fix anything that strayed from the concept. 


Taking the position of the one every: 
else relied on, Takeuchi was truly 
unshakable core. As long as thi 
remembered the core, there was no need 
think about the company or anything 
To carry it all out, Takeuchi made hi 
the judge of the project's standards, 


And so, the first thing he had the ne\ 
formed team do was to create a 
movie. There were two objectives in mi 
One was to use the production of the 
to solidify the concept for the team. 
other was to use the finished movie 
inform those outside the team of what 
of RESIDENT EVIL they were trying 
make. 


Takeuchi's Production Studio 1 is one 
ithe production studios set up at C: 
but for them to begin production 
anything, they needed various forms 


the business side. Naturally, 


1ess side to 


= approve the type of game 
Re ae ing for. And once the, at this 
= member RE7 team began 


get to work, there'd be a significant 


emerson of scale. Having a movie they 
Sees Sow future additions to the team 
Boe 1 to get the concept across 
= 

Dee sore staff members not only talked 


some occasions, also went to 
= Haunted houses and ruins for 
SS HUpOses. 


= ehen Nakanishi started asking other 


Sees TO come and test their courage 
a 1 akeuchi began to get the 
Rite te project would go well. Every 
=* oF the team understood the 

— J to expand it further. That 


the kind of development team 


Takeuchi wanted. 


By this time, two years had passed since 
RESIDENT EVIL 6 was released. Everyone 
had his or her own feelings about 
RESIDENT EVIL as a series, and even 
stronger feelings about the game that would 


follow RE6. Those feelings flooded out like 


a dam had burst. As a side no when 


walking around ruins or 


experiences. 


The concept movie was finished in one 


month, specifically, at th 
2014, 

The movie featured wandering the narrow 
halls of an eerie house, ending with just 


one thing to scare the viewer. It was only 


three minutes long, but it was three minutes 
that the developers poured their souls into. 


What is horror? It's this video the 


021 


he push dial-lype lelechore 


Inited States of the 


on staff drew on Takeuchi's core vision to 


create. 


If someone who played RESIDENT EVIL 7: 
Beginning Hour, the demo that was 
uploaded in June 2016, were to watch the 
movie, they may find the layout of the 
house, or even the mood and atmosphere 
to be familiar. The concept movie was 
produced in March 2014, but RE7's 
concept was set in place, even at the first 
stages of development. The concept. 
shared uniformly throughout the team, stood 
the test of time admirably. 


But the business side's reaction to the 
movie was by no means unanimously 
praiseworthy. Some concern and anxiely 
was readily evident. You could call it the 
expected response. After being shown a 
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concept so different from the series’ 
previous trajectory, it would be harder not 
to have some doubts. 

Still, Takeuchi made the following points 
clear at the presentation, Online features 
weren't needed, nor was an open world 
concept. The concept should be narrow, 
yet deep as possible. If they could make 
something truly frightening, the rest would 
come naturally. Wasn't that what the first 
RESIDENT EVIL was about? That was the 
teal essence of the series. 


Takeuchi's confidence may have 
convinced the business side. The project 
was approved and RE7 proceeded to the 
next step. 
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INSIDE REPORT 


Project Management 


@ January 4th, 2014, the day Takeuchi 
called by Kenzo Tsujimoto, was the 
RE7 was born, it could be said that 
ject began to really get underway in 
il of the same year. Once the concept 
ié was produced and approval from the 
iness side was successfully acquired, 
‘Pe project assembled even more staff. With 
bout fifty members, development got 
‘Seriously underway. 


The greater the scope of a game's 
development, the more members and the 
jonger a schedule there is to manage, 
making a project manager vital. The team's 
operations depend on the manager's skill. 
At the time, in April, the aforementioned 
Makoto Kadono was the only project 
manager, but the RE7 development team 
would later set up an organization called 
the PMO (Project Management Office). The 

| many project managers in the PMO would 


Manage the schedule and the staff 
Members. The PMO was held together, of 
course, by Kadono. 


I'd like to take this time to talk more about 
Kadono. He joined Capcom as a 
programmer about twenty years ago. He's 
been involved with the development of 
many games since then. As gaming 
hardware performance increased over the 
years and the scope of game development 
expanded along with it, he foresaw the 
arrival of numerous problems. He quickly 
realized the important role project 
management would play in solving those 
problems, learned how to do it, and tried 
different approaches to see what worked. 
He's managed a variety of different projects 
since 2008, putting him in a position of 
experience. 


Now, what type of problems did the 


growing scope of game development bring? 

Generally speaking, it's easy for things to 
get chaotic in the final stages of production 
whenever you’ re creating anything. When a 
long time is spent working on one product, 
the creator may begin to question whether 
that product is any good. That is especially 
true for game development, a process that 
takes years. As the deadline approaches, 
everyone pushes their bodies and minds to 
the limit to try and improve the game. But 
there isn't much time left. Someone may 
want to add an element, or cut another, but 
would it really improve the game or be 
worth the effort? With nobody around to say 
no and everyone trying to put in everything 
they can at the last second, projects get 
messy. 


On one large scale project that Kadono 
programmed for, he was given the position 
of project manager right at the end of 


064 


production. The chaos of that project 

couldn't ultimately be contained, but he did 

somehow see it through to completion, and 

the game ended up being a big success. 

Following that project, Kadono took the role 

of project fixer on a number of games that 
vent off the rails. 


The main roles of a project manager are to 

consider the work load, required time, and 
importance of every part of the project and 
to reposition staff members as the situation 
Calls for it. Kadono organized every task by 
order of priority, and if things didn't go as 
planned, he would mercilessly cut even 
wonderful ideas. Then he would relocate 
Staff to more important, effective parts of 
the game. 


Takeuchi knew that a project management 
expert like Kadono was indispensible for 
the development of a huge game like 
EVIL 7. As such, during the 


ering of the core members, he went 


straight to Kadono and put him in as the 
assistant manager of Production Studio 1. 


So, how did this project actually go under 


Kadono’ s management? Considering how 


long it took after the release of RE6 (Four 
years at the time of this writing), many may 
assume there were complications. The truth 
is, up until Tsujimoto asked Takeuchi to 
take on the project, it was most certainly 
rough. 

But when the present RE7 development 
team really got to work, the beta (a version 
of the game with the main components 
complete) was finished in only two and a 
half years. Not only that, but they created a 
whole new engine for it, and incorporated 
technologies and methods they'd never 
used before. While taking on these 
challenging tasks, they put together a game 
worthy of being a numbered RESIDENT 
EVIL title within the limited development 
period. 


RE7 went in a considerably different 
direction and had a very distinct concepy 
from the previous game. It was also the first 
time Production Studio 1 developed a AAA 
game for next generation hardware. That's 
@ new concept, new hardware, a new 
engine, and a new team. It's said that most, 
projects where more than one of these 
things is new don't end well. But the RET 
development team pulled it off. Of course) 
that wasn't merely Kadono's 
accomplishment, but it should be made! 
known that everyone on the team 
especially Kawata the producer and bud; 
manager, would agree that Kadono wag 
very important to the final result, 


Now how, exactly, did the RE 
development team proceed through the 
development process? In the next chapte 
I'd like to describe how the production a 
this game was organized. 
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RE7's Development Approach 


When you hear about video game 
development, many may think of a team 
centered around a director or producer, with 
Planners, programmers, designers, and 
other positions organized in a hierarchical 
order. 


However, the RE7 development team used 
what they dubbed a line structure. Rather 
than divide members up into a programming 
team or a design team or so forth, they 
could be split up, for example, into alevel 
design line, a background asset production 
line, and a character production line. A 
character production line would create the 
human and creature models, animations, 
associated sounds, and everything else 
necessary for character production. The 
level design line would be in charge of 
where creatures, items, gimmicks, and so 
‘on would be located in the game itself. 

No line could function with just 


Programmers or just designers. Producing 
character models would be left to the 
designers, but the animations and sound 
effects required the assistance of another 
Staff member. As such, each line contained 
a mix of planners, programmers, and 
designers. Also, these lines would, 
depending on the phase of development, 
readily split, merge, or change members, 
forming “squads” or “groups.” 

To understand what makes this approach 
fascinating, you first need to understand 
how the game development environment 
has transformed over time. I'l be using 
some more technical terms, but follaw me, 
once you understand the ins and outs of 
game development, it's all very interesting. 


The producer or director proposes the game 
they want to make. 

Each team leader decides on a game 
System and creates the framework, 


The planners fill in the details. 
The programmers, designers, and s 
produce the individual parts. 


This may be what you imagine the steps 
video game development to generally 
This is what's called the waterfall m 
Once it's clear what they want to make 
the people at the top have settled on 
details, the job is shifted over to the 
level down, like water pouring down 
waterfall. This is a traditional, e' 
orthodox development approach. 
benefit of this is that the work is done in. 
set order, so the project's progress is 

to follow. 

However, this approach also has 
weakness, If the game as planned at 
Start of the project proves to be lacking, 
if there's a big shift in direction mi 
development, the strictly regimented 
of this method would mean much of 


lerk goes fo waste or a lot of time needs 
® Se spent fixing it. Major changes during 
He Gevelopment process aren't uncommon, 
Sececially in the realm of game 
BeSooment, where it's hard to know if the 
Geeuct is good until it can actually be 
@eyed. This is even truer now that the 


Eeepe and length of projects is greater than 


fore 
we to the waterfall model's lack of 
ty in handling the amount of time it 


to check functionality and the 


ing changes in plans, using it 
Becomes more of a risk the bigger a project 
lets. As a response to these issues in 
Geware development, we saw the creation 
™@ aeile software development and a variety 


me Mat known as Scrum. 


Fest. agile software development describes 
= s<t of approaches to swiftly and flexibly 
BBreloping software. 

West agile software development methods 
Ie=n't about deciding everything in detail 
@e getting the project started with the 


Beeral approach in mind. It's also unique 


in that it splits the project into parts and 
sets up short periods of time called 
iterations in which to develop those 
individual segments one by one. 


The software would ultir 


ely be 
completed after a series of these iterations 
The game isn't planned and created all at 
once, but divided into several deadlines 
with incremental goals to be set, designed, 
implemented, tested, and sometimes 
revised before moving to the next 
increment. Alterations to the plan or 
approach are assumed to occur in advance 
and new ideas can be picked up mid 
development, so this can be considered a 
development approach that's receptive to 
change. However, compared to the waterfall 
model, it's difficult to get a complete grasp 


of how far the project has come along. 


Scrum is one type of agile software 
development 

The word scrum might make you think of 
rugby, in that it refers to the team huddling 
together, and it takes the same meaning 


here. 


In the Scrum model, first the guide, or 
Product Owner, who decides the direction 
of the product (in this case, this duty goes 
to the director, Nakanishi) acts as the 
project's center and produces a list of what 
functions to implement or what to change. 
The team spends two to four weeks 
implementing items from the list. This 
period of time is called a Sprint, and during 


a Sprint, there are short, daily meetin 


where everyone reports yesterd 


y's 


accomplishments, today's goals, and their 


current issues, After a series of thes 


Sprints, the product is completed. 


This Scrum model was initially 
implemented for the development of RE7. 
As stated previously, Takeuchi was fixated 
on making sure every member of the team 
fully understood the concept and goal, And 
after the concept was thoroughly soaked up 
by everyone, he hoped for an environment 


where the staff 


uld independently propose 
what they wanted to do. The Scrum model, 
where every team member constantly 
acknowledged, shared, and solved their 


problems, was the perfect fit. 


Every morning at 9:30, the RE7 
development team split up onto different 
floors and held meetings where everyone 
checked in on each other's progress, as 
well as quickly sharing their problems 
Problems were dealt with in units of days 
or weeks before new ones were tackled. 
Over the course of the short cycles of 
planning, implementation, testing, and 
revision, the team soaked up the concept, 
and many ideas were proposed, considered, 
and tried out. It all went as Takeuchi 


planned. 


By the way, there's a reason | said they 
“initially” implemented the Scrum model 
Partway through the game's development, 
they did switch to the more traditional 


waterfall model. 


Yes, the RE7 development team used both 
Scrum and the waterfall model. During the 
beginning to middle stages of the project 
when the vision and concept were being 
solidified and staff members independently 
tried things they wanted to do, trial and 
error was expected, so the highly flexible 


Scrum model was used. Following that 


period, in late stages of the project, when 
they knew what they wanted to do and 
needed to put it all together into a product, 
the more easily paced and managed 


waterfall model was followed. 
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Of course, this was easier said than done 


But in just two and a half years 


shockingly short development cycle for a 
AAA game, they had a complete produc 


without sacrificing any quality. You have 


admit that wouldn't have been possible 


without Takeuchi’ s leadership, the core 


team members like project manager Kadono 


and Nakanishi, who never failed to uni 


the team under the game concep 
experienced game development veterans 
and the hard work and ingenuity of their 


likeminded development staff 


#cKitionally, the line structure | mentioned 
the beginning is something that was 
@eated during the move to the waterfall 
|. In order to explain those details, | 

® need to explain the features of the RE 
sine, which is closely associated with 

= line structure. That can be left for a 


As a side note, from the perspective of a 
ter of a report like this, you do hope, 
eit not maliciously, that there are peaks 


. 
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and valleys in the development process. 


So, at times when you would expect 
problems to arise, such as just prior to the 
completion of the beta, | asked about the 
game progress. But in response, Kawata 
told me the following more than a couple 
times. 


"Sorry, development's proceeding smoother 
than expected,” 
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The Real Start of REZ 


Chapters 5 and 6 fcused on some 
technical matters, so now I'd like to look at 
the flow of development. Please bear with 
me; I'll be dealing with a few technical 
terms this time as well. 


Takeuchi took charge of RE7's 
development in January 2014. From then 
to spring, he gathered the core members of 
the team and created a concept movie. The 
objective was to use the movie to share 
Takeuchi's ideal concept of a narrow. deep, 
horror-focused RESIDENT EVIL with the 
entire team. 

After the concept movie was completed, 
the RE development team was expanded to 
about fifty members and the project really 
began, First, they decided on the goal they 
wanted to reach in one year's time, the 
completion of a “vertical slice.” A vertical 
slice is a completed segment of a part of a 
game (often the first stage) with all the 


features implemented and near-final product 
quality. The appearance and control of the 
vertical slice is nearly the same as the final 
game, but only one part of it. After that, the 
game's full production schedule can be 
made more accurately, allowing for more 
efficient development progress. 


To complete the vertical slice, the 
development team split into three teams: 
*Prototype Creation 
+ Art Creation 
*RE Engine Creation 
Then they began production. 


The prototype creation team’s main 
objective was the production of a “gray 
box.” Then, for the next stage, they wanted 
to use the gray box as a basis for creating 
the vertical slice. (At this time, the team 
would be partially rearranged.) 

Much like vertical slice, gray box is a term 


only developers are likely to have 
Also related to software prototypes, a 
box is a prototype that gives you a fi 
perspective on a game and its propertie 
This is a test version that leaves 1 
graphics for later, rather focusing on maki 
the general flow, gameplay, and c« 
understood. 

Production of the gray box would use 
pre-existing game engine called Unity. 
creation of an all-new RESIDENT E 
would demand coming up with a vari 
ideas, the implementing and testing 
A general-purpose engine like Unity was. 
perfect fit for the purpose of the gray 
which required no advanced graphics 
expected to see frequent changes. 


The art creation team had to consider 
kind of world to construct, what creat 
and backdrops should populate it, and 
it had to create that world. This wi 


not only design and data creation, 
also the unification of writing methods 
all kinds of graphic data production 
epts, solidifying their development 


€ third team was the RE Engine creation 
. As previously stated, Takeuchi 
ted to create a game engine 

lized in doing what he desired for the 
2, as well as remain useful throughout 
next generation of games. For that 


pose, when RE7 development fully 
an, the development of a new engine 
alongside it. 

ially, the RE7 development team's 
@! was to spend one year using Unity to 
te a gray box, then switch to the RE 
é partway through and create a 
al slice, implementing graphics and 
ctions on a level near what one would 
in the final product. Of course, there'd 
twists and turns on the way, but I'd like 
e details on that for future chapters. 


"s development was just getting 
derway, but Takeuchi had some 
ns. He wasn't sure whether the 
ent team would go along with his 
to create a RESIDENT EVIL that 
so drastically from its predecessors. 
awever, contrary to his expectations, 
st of the staff agreed with his ideas, and 
teams began to take form. 
Tomonori Takano was one of the team 
ers who joined in the spring of 2014. 
He was one of the art directors on RE7, 
pd a key person to discuss In regards to 
% development. 
Takano was an art director on RE6 as 
well. That game had garnered huge sales 
“weridwide, but it left him with regrets. RE6 
‘ied to respond to all of the fan's wishes 
using numerous characters in varied 
Situations. With four main scenarios, the 
eme was massive and the staff worked 
*relessly on it. However, as one of its 


developers, Takano couldn't help but think 
there might have been a better way to go. 
To Takano, Takeuchi's direction for RE7 
was like divine guidance. Forget about the 
past, whether people have a problem with it 
or not. Just because it's a numbered game 
doesn't mean it has to be shackled down 
by previous RESIDENT EVIL games. 
There's no need to worry about what 
anyone else tells you; it's good if | say it is. 
In addition to the above, Takeuchi also 
told the development staff the following, 


“As long as it's good, they'll accept 
anything. To make sure it's good, we'll 
leave time for trial and error. There's no 
need to be held back by past games. This 
is to be the ultimate horror game. As long 
as you don't stray from that concept, you 
can do as you like. Try new things.” 


Takano was delighted and, only three days 

after joining the team, he produced an art 
guide forming the basis of the art design in 
REZ. 


Thus, from spring to summer of 2014, 
many ideas were put forth, and much was 
implemented and tested. During this period 
in particular, the previously described 
Scrum model proved extremely effective. As 
@ model in which what had to be done was 
made clear with one proposal at a time, 
and individual problems were shared in 
short. periodic intervals, Scrum was ideal 
for trial and error. 

Another fascinating detail is that, at this 
time, RE7 didn't have a concrete story. 
When the story written in advance, trying to 
construct the game around it can have 
unfortunate results. It's appropriate for some 
projects, but RE7 was intended to be the 
ultimate horror game, Making the game 
scary and entertaining came first, so the 
story could be left for later. One might think 
art design would be impossible without a 
story and associated setting, but thanks to 


the development team's deep understanding 
of the game concept, it wasn't much of an 


obstacle. 


Of course, there were droves of ideas that 
went unused 
For example, an idea that came up around 
this time was to have the player's left and 
right arms be individually controlled. They 
already decided early in the process to use 
the first person perspective, later dubbed 
‘Isolated View”. From a first person 
perspective, the player could only see their 
hands. Allowing those hands to be moved 
independent of each other could potentially 
add a new level to the gameplay. 

Personally, | thought it was. an interesting 
idea when | heard it myself. You could, for 
example, hold back an enemy with your left 
hand while you shoot it with a handgun 
with your right. 

But in the end, it wasn't implemented. It 
was partially due to the amount of work and 
technical complications, but most 
importantly, it didn’t fit well with the 
concept. It should go without saying that 
more familiar controls would make the 
game easier to play, and presenting a 
unique type of control wasn't the goal for 
RE7. 

Another suggestion was to implement 
sliding. Another was a hide and seek-like 
system where you had no idea where the 
enemies were. Another was that having a 
massive number of enemies, even if limited 
in type, attack at once may be scary. 


All these ideas were scrapped too. 


When you're trying to create something 
new, people always want to make it bigger 


d flashier.” 


These are Takeuchi's words. He didn't 
want it to become an action game that was 


nothing but show, and he didn't want lose 


Sight of the essence of horror. If the team 


ray from the path, Takeuchi, as the 


one in charge, didn't hesitate to stop them 


Takeuchi's way of thinking could also be 
flexible if necessary. For example, at first, 
he wanted to pursue the “narrow but deep” 
concept by having only an extremely limited 


number of enemies. But during the trial and 


error process, it was found that the game 
was lacking as a result, so they immediately 


sought to fix it, 


There were also times when they hit a big 
wall 

At the end of summer of that year, the 
prototype creation team finished Chapter 1 
of the gray box. As | explained before, a 
gray box is a prototype that leaves the 


graphics for later and just tries to get 


across what the game is like. But what had 
been completed at this point was only one 
part of that, 

However, at this time, Chapter 1 was 
simply not interesting. 

They made it according to plan, and & 
wasn't good. This happens in the 
development of many games. 

On RE7 though, the team had a good idea 
of their final goal in mind. They knew from 
the start what the game ultimately needed 
to have and what elements might be shaky 
so even the walls they ran into were 


expected. 


Takeuchi referred to these as “logical 


worries.” It is the nature of modern game 


@=velopment to have a clear goal from the 
Start and head towards it. No game is 
Seated without some failures. The true 
ire would be to not expect problems in 
Sevance. They just needed to test one 
@eory, then another, until they found the 
ewer. 

New ideas were soon added to Chapter 1, 
ed it was redone. With the exception of a 


w bumps in the road, RE7's development 


@roceeded smoothly for the rest of 2014. 


# was also at this time that the art and RE 
Engine creation teams made advancements 
® the development of technology that 

guld be important to the production of 


In addition to the RE Engine, there was 
also photogrammetry and VR, I'd like to 
touch on one of those, photogrammetry, in 
the next chapter. 
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Photogrammetry 


Have you heard of an event called 
CEDEC? Put on by the Computer 
Entertainment Supplier's Association 
(CESA), it's the largest event for technology 
targeted at game developers in Japan. 
Every year, many game creators congregate 
for demonstrations and exchanges about 
various technologies. The event has 
contributed much to the advancement of 
Japan's game development. 

In August 2016, at the CEDEC, the RE7 
development team held a demonstration 
that was widely discussed by game 
creators. It was titled “Resident Evil 7 - 
Photogrammetry”, and it was about the 
technology known as photogrammetry. A 
Game creator friend of mine who happened 
to hear the demonstration was so excited 
et he was practically gushing about it. 

He said, “In the future, when we discuss 
the history of Japan's big game releases, 
We might need to divide it into ‘Before’ and 


‘After’ RESIDENT EVIL 7." 


First, I'd like to mention that 
photogrammetry itself isn't a new 
technology, and has in fact been used in 
many games already. Considering that, you 
may wonder what made veteran game 
Creators speak so highly of this 
demonstration. 

| think many of you already know how the 
3D objects in a game are created. Simply 
put, you first use 3D modeling software to 
put some polygons together and create an 
object. Then you finish by covering that 
object in an image called a texture. 

However, while it's easy enough to model 
simple objects like dice, making something 
with a lot of curves like a human being out 
of polygons used to take a significant 
amount of work, And to make matters more 
complicated, game hardware has been 
constantly advancing. Compared to the 


past, far more polygons can now 
displayed at once, allowing for m: 
realistic 3D objects to be presented. 
That means that the work involved i 
producing 3D objects has become an order: 
of greater magnitude as well. Of course. 
technology for efficiently making high 
quality 3D objects has also made progress 
over the years, but the work demand is stil 
constantly rising. Think about an open 
world game. It shouldn't be hard to imagine 
how great an undertaking it is to create 
tens of thousands of square meters of @ 
realistic world by hand. 


That's where photogrammetry comes in 
Essentially, by taking photographs from 
multiple angles, it allows us to create a 3D 
object, complete with a texture. 

For example, let's say you use a plane oF 
something to take photos from above. By 
putting those through special software, you 


easily tum a vast field into a 3D object. 

se they are based on a real subject, 
textures are, of course, realistic, and 
the use of different perspectives, the 
and drops in mountains or valleys can 
ly recreated. This technology was 


= were game creators at Capcom who 
interest in photogrammetry from early 
This happened before the development 
's look back to 2013. At the time, 
's designers were worried about the 
ly increase in the amount of work 
to create 3D objects. For example, 
development of REG, a game for the 
3/Xbox 360 generation of consoles, had 
ous excellent designers involved, 
, the workload was so massive that 
design team could tell they were 
g their limit. 
© passed and game hardware entered 
PS4/Xbox One generation, Introducing 
demand for even more high quality 
phics. Looking forward to the follow-up 
RE6, game creators were naturally 
ied they wouldn’ t be able to create the 
€ using the same methods they used 
REG. 
They looked to photogrammetry as one 
sible solution. Interestingly enough, they 
Yt research the technology because the 
pany ordered them to. Capcom 
ployees who felt photogrammetry might 
necessary naturally came together and 
into it on their own, 


"Maybe you could call us the 
oiogrammetry Fan Club.” 

So said one member of the RE7 
elopment team, technical artist Makoto 
Fukui. A Capcom employee for twenty 
"years, he's a veteran designer. 

They researched photogrammetry on the 
See while doing their usual work. Their first 
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test was simple. They put shoes, clothes, or 
whatever else on a turntable, pointed 
cameras straight ahead, a little high, and a 
little low, took photographs, and fed those 
into the software as a set. They were 
shocked when they saw the resulting 3D 
object. It was of greater quality than they 
imagined. 

They also tried using a human subject, They 
couldn't use the turntable in this case. 
Instead, everyone used their digital cameras 
or smartphones to photograph the subject at 
once. 

Again, the 3D object it produced was of 
unexpectedly high quality. They began to 
think they might be able to rely on this 
technology in the future, 


Then, in January 2014, development began: 
on RE7. For the sake of its completion, 
Takeuchi made the following demands of the 
art creation team, including Fukui. 


Have a shorter development cycle than ever 
before 

Use less human resources than ever before 
Have more assets than ever before 

Have more photorealistic graphics than ever 
before. 


Any reasonable person can see that these 
demands are absurd. To have a shorter 
development period with fewer staff, yet 
produce more assets of higher quality Is 
easier said than done, As mentioned at the 
CEDEC demonstration, the design team 
thought Takeuchi was nuts, an impression 
that became a bit of a topic online. 


However, the demand certainly wasn't 
unexpected, and in fact, they already had a 
plan. Fukui and the rest of the design team 
proposed an idea to Takeuchi. “We might be 
able to meet your demands if we use 
photogrammetry.” 

The first thing they did after getting 
Takeuchi's permission was gather 


information. They talked to a company from 
abroad that specializes in photogrammetry 
and sent two staff members over to observe 
their way of doing things. The company’ s 
ability to make even detailed character 
models simply by scanning a human 
subject confirmed what they already 
believed, that by creating 3D objects with 
photogrammetry, they could make far higher 
quality graphics than predicted in a short 
time. Fulfilling Takeuchi's orders would take 
a dramatic change in productivity. This 
technology was indispensable for the 
development of RE7. 


With photogrammetry, it wasn’ t just human. 
bodies and clothes that could be captured, 
but also faces and facial expressions down 
to pores and skin texture, Fukui and the 
Photogrammetry Fan Club thought it could 
be used to meet RE7’s needs and 
efficiently create characters worthy of next 
generation hardware. 

One could say this solution was only 
reached because this is the RESIDENT 
EVIL series. On RE7, they were asked to 
create photorealistic characters. This was 
the perfect environment for a technology 
‘that produces 3D objects from photographs. 
Were it a game where they were going for 
a more anime or cartoonish style, 
photogrammetry certainly wouldn't be ideal. 

While RESIDENT EVIL also features non- 
human creatures, most characters are 
essentially humanoid. With the proper 
makeup for the models they were 
photographing, they could create not only 
the protagonist, but the creatures as well. 
Of course, the design team didn't know how 
to use special effects makeup. But all they 
had to do was consult with specialists or 
study on their own. The staff members tried 
applying makeup to each other as a test. It 
went as well as they hoped, so next, they 
asked a makeup specialist for help and 
created the creatures: 


As a side note, when | heard this story, 
there was a question on my mi 

With photogrammetry, all you had to do 
was learn this one piece of technology and 
you could easily produce 3D objecis 
without the need for designers. (Although, 


it's not so simple in reality.) Designing 


terrifying creatures yourself and modeling 
them in a program is one thing, but using 
makeup to create creatures was a huge 
Geparture from the traditional job of a video 
game designer. In other words, the design 
wm was testing a technology that could 
result in them losing their jobs, or 
ak ively give them even more work, but 
in a different field. 
it may have been safer for them to tell 
Takeuchi his demand was clearly 
unreasonable and do their job as they 
@lways did. So why didn't they hesitate? 


* 


Fukui answered with this. 

“Finding something new is extremely 
difficult, but learning something new is 
effectively simple, and most of all, fun.” 

From whai | gathered, Fukui didn't even 
hesitate for a second. It was simply 
something he had to take on. To him, that's 
all there was to it. 

This is off-topic, but in my interviews with 
other members of the RE7 development 
team, | had similar impressions on multiple 
occasions. They were willing to jump into 
new fields as necessary, and they had the 
spirit of a professional artisan pushing them 
to the limit to meet demands. That is, 
perhaps, the essence of what's kept 
Capcom at the forefront of game 
development. 


Now, back on topic. 

The design team had now determined the: 
possibilities lying in photogrammetry, bull 
what they needed was a studio where the 
photographing and scanning could be done 
This was absolutely necessary if they were 
going to make full use of photogrammetry. 
They knew asking outside studios for 
everything would take too much time. Ther: 
were. examples of similar situations in the 
past that taught them as much, 

I'm sure many of you have heard of motion 
capture technology. If, for example, you 
want to create a humanoid 3D object and 
have it swing a sword in the game, you 
need to input each frame of that motion 
This can take a massive amount of time, so 
a method was devised to take someone's 
motion in real life and capture it for use i@ 
a game. That's motion capture. 

Motion capture, of course, requires a 


"Secial studio with the devices necessary 
> capturing the motion. Back when 3D 
==" started to become prominent, many 
g=me companies asked studios for the 
Squire motion data. 

But this resulted in many problems. For 
@xample, say you want revisions for a 
Hrished motion. Say you want to add a little 
Something to a new motion. Then you need 
® go through the effort of communicating 
with an outside studio and explaining what 
you want in detail. This is highly inefficient 
® the point where game studios now own 


@d share their own motion capture studios. 


The design team was worried they would 
ave those same motion capture problems 


with photogrammetry. All kinds of problems 


gould occur, photography mistakes, a need 
0 add data for revision purposes, or 
enything from input errors to data loss. 


" 


They had any number of reasons to worry. 


To avoid those risks, they needed a photo 

scanning studio at the company, But to 
build one, they of course needed 
Takeuchi's permission. 

Setting up a studio would require a 
considerable budget, but based on 
everything Takeuchi had told them, it was 
clear he wanted costs kept as low as 
possible. On top of that, they were trying to 
adopt technology they had never previously 
used. You can see why they'd be nervous. 
They calculated how much it might cost if 
they needed a hundred cameras. It would 
be fairly expensive. 

“In all honesty, we had to compromise,” 
according to Fukui. 

So the design team lowered the scale, 
made an estimate for a modest studio that 
they could make up for with extra work, and 


submitted the idea saying, “We' re going to 
need a 3D photo scanning studio in order 
to meet quality demands on RE7, and this 
is what it will cost.” 

Takeuchi's response to their presentation 
was entirely unexpected. 

“Is that really all you need for a studio? No 
way. Tell me how much it really costs.” 
Shocked, the team resubmitted the idea 
with three times their previous budget 
estimate. It was easily approved. The 
design team realized that by scaling back 
in the face of the huge cost, they had 
forgotten the point. 


There were a few reasons for Takeuchi’ s 
response. First, he was also aware of 
photogrammetry. As a technology that was 
more efficient, produced greater quality, and 
could potentially be used by anyone, it 
fitted well with Takeuchi's ideal 
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development environment. He had even 
vaguely considered it might be necessary 
for RE7. 

Regardless of the budget, adopting 
anything new would require additional funds 
to update over time, as Takeuchi knew from 
experience. Photogrammetry, in particular, 
is of lower quality the fewer cameras you 
have. If they'd need to get more later, it'd 
be better to have them set up now. He 
thought this would be an effective use of 
their money. 


This brings us to the end of 2014. With 
the arrival of 150 single-lens reflex digital 
cameras, they began to set up a 3D photo 
scanning studio in a corner of the 
development floor, The development staff 
put It together by hand. 

The biggest challenge at this time was the 
placement of the cameras. Accurately 
scanning something requires proper lighting 
and cameras set up 360 degrees around 
the subject. 

Of course, if an already placed camera 
was even slightly shifted, they had to set it 
up all over again. As a preventative 
measure, they put warning signs on the 
frames holding the cameras in place. 

The paper signs said some very aggressive 
things that I'm hesitant to mention here, but 
they do express how serious the staff 
involved were, so I'd like to share. 
Essentially, they said: 


“Kick this and you die!” 


(incidentally, when the staff visited an 
overseas photo scanning studio to interview 
the staff there, they said that they put 
strong warnings such as “DON'T 
TOUCH! !1!"" on their frames.) 


At last, the RE7 development team fully 
adopted photogrammetry. Now I'd like to 
write something about the results. First, all 
the cheracters, backgrounds, and other 3D 


objects in the game were created with 
photogrammetry. Even the outdoor scenery 
was done with a simplified system that let 
them photograph outside, In the end, there 
was a noticeable jump in quality. You can 
see it for yourself in the demo or in the 
already released screenshots of RE7. 


Also, work that would previously have 
taken 40 days could now be done in 20. 
Which is to say, two years of work was cut 
down to one. 

Speaking on the subject, Fukui said, 
“Imagining the project without it gives me 
chills.” 


But it wasn't easier in every way. As 
previously stated, they now had to look for 
models and apply makeup, work they never 
thought they'd have to do as designers. 
There was no shortage of work for the 
design team. They also had to take 
completed 3D objects and touch them up 
so they could actually be used in the game 
For instance, however fast you can create 
high quality 3D objects, there's a limit to 
how many polygons game hardware can 
display at once, so objects have to be 
modified to fit, Photogrammetry also can't 
always recreate hair or similar things with 
extremely fine details, so there's often 
touch-up work involved. Also, as a result of 
having higher quality models than before, 
they also needed an equivalent level of 
motion and expression. 

In general though, the amount of work they 
could produce increased. And with the time 
they saved, they could improve in other 
areas. Nobody could doubt that 
photogrammetry contributed immensely to 
the development of RE7. 


There's no such thing as a new technology 
that suddenly appears and makes game 
development smooth and easy. However, 
existing technology and ideas can be 
researched and adopted in a way that 


dramatically enhances producti 
efficiency. 

That's what photogrammetry was to 
RE7 development team. As I've said 
photogrammetry certainly isn't n 
technology. It's already been in use 
some time in the international gal 
industry. 

However, to my knowledge, Japan 
never used it on such a large AAA 
RE7. 

Other game companies may have 
implementing photogrammetry before, 
they likely had some doubts or conc: 
when they did. Would this technology 
save time and increase productivity? Is 
really worth the money? Most im| 
could the designers proactively adopt 
technology that does away with their 
as they know them? 

The RE7 development team over 
those worries and fully adopt 
photogrammetry to stunning results. 
why their speech at CEDEC 2016 was 
widely discussed, 

Now that RE7 has proven the worth 
photogrammetry, there’ s no doubt ot 
companies will be aggressively adopting 
“In the future, when we discuss the hi 
of Japan's big game releases, we mi 
need to divide it into ‘Before’ and 'A\ 
RESIDENT EVIL 7.” Keeping an eye on 
future of Japanese gaming will show 
whether this turns out to be true or not. 
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INSIDE REPORT 


RE ENGINE 


As stated in Chapter 8, fully drawing out 
the power of new game hardware requires 
an excellent engine that optimizes the 
hardware, takes advantage of its full 
potential, and makes it easy to use. 

Most game makers currently use Unreal 
Engine or other powerful and general 
purpose engines, but some companies also 
develop their own engines that are better 
specialized to their games. Capcom is one 
of those companies. They have their own 
technology development department and a 
history of producing engines independently. 

The prime example is the MT Framework 
engine. When the PS3 and Xbox 360 were 
released, Capcom developed it for the 
purpose of easily developing games for 
multiple platforms at once. 

MT Framework saw continuous updates 
and remained a mainstay of Capcom’ s 
game development for over ten years. 


However, the engine has been around for 


quite a while, so barring a huge update, it 
can't be used on next generation hardware: 
(Referring to the 8th generation of consoles 
beginning with the PS4). lt was still 
possible to develop games with MT 
Framework, but there were various 
problems. Not only could it not get optimal 
performance out of next generation 
hardware, but its iteration speed, the rate at 
which it could undergo checking or 
changes, had also become too slow. 


PS4 game production is done with 
development machines specifically for PS4 
and PC. Code and graphic data produced 
on a PC is loaded into the PS4 
development machine and processed until 
it finally displays on screen. 

When MT Framework is used in 
development of next generation games, this 
loading and processing time is extremely 
drawn out. The amount of data it needs to 


process has increased to the point that 
even trying to modify a little program can 
take over five minutes. At the end of a 
production cycle, one scene needs a lot of 
information and processing. Even checking 
a minor change could take over an hour. 


Something had to change, so Capcom 
moved ahead with development on a next 
generation engine. This was before 
production began on the RE Engine. The 
Objective of the new engine was to have 
the processing power to take advantage of 
next generation consoles, to create a stellar 
asset-based development environment, and 
to increase iteration speed. These goals 
resemble what the RE Engine later 
accomplished. 

However, the development of this engine 
ran into numerous big problems and 
ultimately had to be halted. 


“1+1 didn't so much equal 2, it was 
actually a negative.” 


So | was told by Satoshi Ishida. At the 
time, he was the production leader for the 
scripting module, and he would later 
become the lead programmer on RE7's 
engine creation team. 

A team was put together for each feature 
desired on the engine. The theory was if 
each team did their best on their target 
feature, Capcom would end up with a high 
performance engine once all the features 
were put together. However, in reality, when 
the features were put together, they didn't 
so much add up to something great as 
devalue each other's qualities. 


“Instead of trying to combine different 
features, we should have had one person 
act as the core.” 

Ishida told me. His vision was similar to 
how Takeuchi felt in Chapter 3. 


There was also an entirely separate issue. 


“The engine creation team and the game 
development teams had grown distant.” 


This was according to the future manager 
of the RE7 engine creation team, Takefumi 
Tahara. 

It's only natural for a knowledgeable and 
skilled programmer to want greater 
functionality. However, a game engine 
needs more than just high functionality. 
Usability is directly related to efficient game 
development. Unfortunately, the engine 
they had been developing for so long was 
much more focused on performance than 
usability. Tahara, a man who worked on 
many games from the game developer side 
over 16 years, was valued for his 
experience and placed in a managerial 
Position on the project. He was to act as a 
coordinator between the engine 
Gevelopment and game development sides. 
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At the time, Takeuchi was working in a 
development support position and had a 
clear understanding of the problems related 
to game engines and development. Then, in 
2014, when he decided they would need a 
new engine for RE7, he called Ishida and 
Tahara, 

With experience working on MT 
Framework's basic design, as well as on 
the halted new engine, Takeuchi could trust 
Ishida to be the “core” of RE7's new 
engine. Takeuchi asked him to raise the 
iteration speed and told him that, other than 
that, he could do as he pleased. And so, 
Tahara, with his experience in both game 
engine development and game 
development, was made manager of the 
engine creation team. 


The new engine needed to do two things. 


Most importantly, it needed to be an 
engine for making RESIDENT EVIL 7. 

As | mentioned in Chapter 3, Takeuchi 
didn't need the engine to be so general 
purpose that other companies could use it. 
it simply needed to be the perfect engine 
for making RE7. If Capcom ended up 
wanting to use it for other titles, they could 
think about how to do that later. 


The engine also needed to have the quicker 
iteration speed Takeuchi asked for. 

Like | stated before, developing next 
generation hardware with an old game 
engine meant excessively long loading 
times whenever changes were made. They 
needed to cut down those loading times 
significantly. 


From April to July of 2014, Ishida and the 

test of the team worked on the planning of 
RE7's new engine. Then, at last, 
development on what would later be called 
the RE Engine began. Staff were called in 
to help, steadily increasing the number of 
team members. 


“| paid special attention to each 
thoughts on development in order to e 
we didn’ t repeat the same mistakes on. 
RE Engine.” 


Tahara said, describing the situation at 
time. 
The RE Engine was meant to be an e 
specialized for RE7. Tahara knew 
when engine developers became inc! 
to develop an engine for the engine's s 
it ended in failure. They wouldn't be able 
find success unless they changed how 
did things. That's why, as a manager, 
took all of his team members’ thoughts 
consideration. 


Everyone on the RE Engine productx 
team was an outstanding engineer. 
had confidence and pride in their metha 
and felt they knew the best appro: 
However, that same confidence was alsa 
disadvantage in a sense. For example. 
two different members had strong opinia 
on the best way to do something, it 
needless clashing. That's why the te 
gave each necessary technology its © 
leader and left the authority a 
responsibility to them, 

Also, if there was a member who 
against the workflow and tried to add 
function that wasn't easy to use, they 
always stopped so as not to repeat 
same ‘engine for the engine's sa 
problems of the past. When a new func! 
was added, they had to discuss it with: 
other teams (The prototype creation a 
creation teams). 


The source code was also periodic: 
reviewed. 

This Is difficult to understand, but let's 
someone tried to make a program 
moving a character's hand. Var 
programs exist inside the game, and in 
case, the “hand moving program” 


When making a game, you must have staff 
members that specialize in fields such as 
programming or graphics. And with the 
evolution of game hardware, the amount of 
required knowledge and technology is ever 
growing. In the 8-bit era, one creator could 
take charge of jobs such as programming: 
and graphics at the same time, but 
nowadays it's expected for these positions 
to be taken up by separate people. 

As a result, game development has 
reached a particular stage. Let's say that 
the planners, in order to adjust the game's 
balance, want to give a character an 
additional attack pattern. In that situation, 
creating the new attack motion would 
require the help of designers and 
programmers. 

It's no longer easy for the ones most 
involved with the full workings of the game, 
the planners, to make even minor changes. 
This situation isn't ideal. In order to address 
that problem, development teams created a 
simple programming language, a script, that 
gives planners more direct access to the 
game system. 

RPG Maker probably exemplifies the 
concept best. While it’s not simplified to 
that great of an extent, it's enough to make 
game development possible without a 
special skillset. 


The modern game development 
environment is an extension of that. Sound, 
3D graphics data, and general purpose 
Programs with functions such as asking for 
confirmation or opening and closing a door 
are called assets, and an environment 
where those assets are added and edited to 
create the game is the basis of asset-based 
development. Both Unity and Unreal 
Engines use this concept. 


The RE Engine incorporates this asset- 
based development idea in an even more 
intuitive form. 

As a result, the amount of types of work 
each developer can do individually has 
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drastically increased. 

Before, different tasks had to be performed 
in order to display a 3D character model, 
animate their motion, and play a footstep 
sound whenever they took a step, each 
implemented in different ways and required 
the help of a programmer. 

But with the easier to use asset-based 
development of the RE Engine, there's an 
asset browser registered with various types 
of data, from which a character model can 
simply be dragged and dropped in order to 
Bet it to display. Dragging the motion asset 
onto the character can easily make it move, 
and the work of timing the footstep sounds 
can now be done by a single planner. 


The problem, however, is that we now 
have an environment where individuals 
have access to much of the development. 
This is fine if it’ s only a few people, but not 
even the engine creation team knew what 
would happen if that was expanded to a 
large group, 

Related issues began to arise in spring of 
2015. 


Let's say you put a water bottle in the 
game. A model designer would create the 
model assets for the appearance of the 
bottle, but someone in charge of effects 
would make the flowing liquid inside. 

With the asset-based development-capable 
RE Engine, these two team members can 
do this work side by side. However, the 
problem occurs when it comes time for 
checking. | want you to imagine, for 
example, a water bottle you find inside the 
house. If the fluid is dirty, but the bottle 
itself is strangely clean, then it comes off 
as unnatural. It's also true the other way 
around, 

Another problem is that even if the effects 
maker finishes, they'll never have a 
completed asset until the mode! designer 
completes the water bottle. It's important 
for the entire team to share their goals, 
priorities, and deadlines in detail. 


By the way, this problem was solved 
the creation of the line structure unique 
the RE7 development team. However. 
would be a little longer before they put 
solution in action, so I'd like to leave 
on that for future chapters, What | can 
is that the problems caused early on by 
RE Engine were made up for with 
team structure. 


The engine creation team's troubles 
stop there. Another example is the 
asked the development team what 
wanted in order to decide what 
would be needed. The problem is that 
inevitably leads to a situation where 
game's rate of completion is directly li 
to the engine's. In other words, if 
engine's development didn't advat 
neither would the game's. The o| 
also applies. | can't discuss it in detail 
the moment, but the engine devel 
team, much like the game develo) 
team, would go through many twists 
turns, 


At this point, I'd like to focus on what 
RE Engine has accomplished. 

First, it's enabled photorealism, 
allows for graphics so lifelike that 
hard to distinguish from reality to be 
at a high frame rate. 

Also, it allowed each individual member 
the development team to make a 
variety of different changes. There is 
scene that best illustrates t 
accomplishment. | can't offer too 
details, but there is a boss battle in 
game that we'll call the “Garage B: 
From what | saw, this is likely the 
sequence that underwent the most chi 
of any in the game. What lies behind that: 
the uncompromising trial and error 
everyone involved trying to make it as 
as possible, and that was made possible 
the easy to use asset-based devel 
environment provided by the RE Engine. 


The boss has a complicated movement 


paitern, the stage goes through various 
changes, and it ends with a shocking 
conclusion. The final version of the garage 
battle will no doubt leave you stunned. 
Even | wondered how complex the 
erogramming had to be, but It was all put 
fogether with functions built into the RE 
Engine. | hope you remember this when you 
play the garage battle for yourself. 

Essentially, the RE Engine drastically 
mereased both the ease of use for staff 
ther than programmers and the graphical 
ferformance. These two points don't 
eermally mix, so the fact that it didn't 


sacrifice either is particularly remarkable. 


Also, the RE Engine would later have 
macro functions implemented. On previous 
Capcom games, when someone on the 
game development side wanted a function 
added to the engine, they first had to submit 
@ written request to an engineer and wait 

x it to pass examination, then wait some 


more until it'd finally appear in the engine. 


But with RE Engine, there are functions for 
developers of any individual game to freely 
customize it to some extent. The time spent 
waiting for the engine side to make 
adjustments has been considerably 
reduced. 


One of the initial goals, raising the iteration 
speed, has also proven to be outstandingly 
effective. When RE7 development was at 
its peak, the iteration speed had reduced 


the loading time to pra 


lly zero. This 
even had a positive effect on RE7 itself. 
The radical decrease in work time meant 
there was more time for brushing up, raising 


the quality of the game. 
RE7 may be finished, but the RE Engine 
isn't. There'll be more updates yet to 


come.” 


This is according to Takeuchi 


The RE in RE Engine is actually not 
“Resident Evil,” but "Reach for the Moon.” 


Meaning, it's intended to reach places not 


previously thought possible by man and 
make the impossible a reality 

The RE Engine was born as an engine 
specialized for the development of RE7. 
That doesn't just mean it can more quickly 
carry out high-level processing. The RE7 
team learned about what type of 
environment would provide the most game 
development efficiency and accessibility, 
then built that into RE Engine. Now that the 
RE Engine has that experience, it's no 
longer Just a “specialized” engine. 

Nobody knows how far this engine will go 
in the end, but it will unquestionably be 
used in many future Capcom titles. How 
will the RE Engine change Capcom in the 
future? It’ || be interesting to watch and see 


what happens. 


ng 


When making a game, you must have staff 

members that specialize in fields such as 
programming or graphics. And with the 
evolution of game hardware, the amount of 
required knowledge and technology is ever 
growing. In the 8-bit era, one creator could 
take charge of jobs such as programming 
and graphics at the same time, but 
nowadays it's expected for these positions 
to be taken up by separate people. 

As a result, game development has 
reached a particular stage. Let's say that 
the planners, in order to adjust the game's. 
balance, want to give a character an 
additional attack pattern. In that situation, 
creating the new attack motion would 
require the help of designers and 
programmers. 

It's no longer easy for the ones most 
involved with the full workings of the game, 
the planners, to make even minor changes. 
This situation isn't ideal. in order to address 
that problem, development teams created a 
simple programming language, a script, that 
gives planners more direct access to the 
game system. 

RPG Maker probably exemplifies the 
concept best. While it's not simplified to 
that great of an extent, it's enough to make 
game development possible without a 
special skillset. 


The modern game development 
environment is an extension of that. Sound, 
3D graphics data, and general purpose 
Programs with functions such as asking for 
confirmation or opening and closing a door 
are called assets, and an environment 
where those assets are added and edited to 
create the game is the basis of asset-based 
development. Both Unity and Unreal 
Engines use this concept. 


The RE Engine incorporates this asset- 
based development idea in an even more 
intuitive form. 

As a result, the amount of types of work 
each developer can do individually has 


drastically increased. 

Before, different tasks had to be performed 
in order to display a 3D character model, 
animate thelr motion, and play a footstep 
sound whenever they took a step, each 
implemented in different ways and required 
‘the help of a programmer. 

But with the easier to use asset-based 
development of the RE Engine, there's an 
asset browser registered with various types 
of data, from which a character model can 
simply be dragged and dropped in order to 
get it to display. Dragging the motion asset 
‘onto the character can easily make it move, 
and the work of timing the footstep sounds 
can now be done by a single planner. 


The problem, however, is that we now 
have an environment where individuals 
have access to much of the development. 
This is fine if it’ s only a few people, but not 
even the engine creation team knew what 
would happen if that was expanded to a 
large group. 

Related issues began to arise in spring of 
2015. 


Let's say you put a water bottle in the 
game. A model designer would create the 
model assets for the appearance of the 
bottle, but someone in charge of effects 
would make the flowing liquid inside. 

With the asset-based development-capable 
RE Engine, these two team members can 
do this work side by side. However, the 
problem occurs when it comes time for 
checking. | want you to imagine, for 
example, a water bottle you find inside the 
house. If the fluid is dirty, but the bottle 
itself is strangely clean, then it comes off 
as unnatural, It's also true the other way 
around, 

Another problem is that even if the effects 
maker finishes, they’ Il never have a 
completed asset until the model designer 
completes the water bottle. It's important 
for the entire team to share their goals, 
priorities, and deadlines in detail. 


By the way, this problem was solved 
the creation of the line structure unique 
the RE7 development team. However, 
would be a little longer before they put 
solution in action, so I'd like to leave 
on that for future chapters. What | can 
is that the problems caused early on by 
RE Engine were made up for with 
team structure. 


The engine creation team's troubles 

stop there. Another example is the 
asked the development tearn what 
wanted in order to decide what functi 
would be needed. The problem is that 
Inevitably leads to a situation where 
game's rate of completion is directly Ii 

to the engine's. In other words, if 
engine's development didn't advance 
neither would the game's. The opposi 
also applies. | can't discuss it in detail at 
the moment, but the engine development 
team, much like the game development. 
team, would go through many twists 
turns. 


At this point, I'd like to focus on what 
RE Engine has accomplished, 

First, it's enabled photorealism, which 
allows for graphics so lifelike that they’ 
hard to distinguish from reality to be played 
at a high frame rate. 

Also, it allowed each individual member of 
the development team to make a wide 
variety of different changes. There is one 
scene that best illustrates this 
accomplishment. | can't offer too many 
details, but there is a boss battle in the 
game that we'll call the “Garage Battle.” 
From what | saw, this is likely the battle 
sequence that underwent the most changes 
of any in the game. What lies behind that is 
the uncompromising trial and error of 
everyone involved trying to make it as good 
as possible, and that was made possible by 
the easy to use asset-based development 
environment provided by the RE Engine. 
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The First Convergence 


As I've mentioned in this inside report, 
although being the latest installment of a 
large series meant that RE7 was expected 
to run into developmental difficulties, 
Kawata repeatedly told me that everything 
was going smoothly. 

It's true that development went as planned 
from the midpoint until the end, but it's also 
true that, behind that, the developers had a 
plethora of challenges. For example, I'm 
sure you’ ve already seen plenty of 
screenshots of RE7, and maybe you've” 
Played the demo and actually explored the 
house yourself too. | think most can agree 
that as far as graphics go, RE7 is of a 
quality truly worthy of a next generation 
installment of a major series. But reaching 
that point took considerable work from the 
creators. 


As | mentioned in Chapter 7, the RE7 
development team really got down to work 


in April 2014 with the goal of completing 
the vertical slice within one year's time. 
And, on the way to the vertical slice's 
completion, a gray box, prototype intended 
to give an idea of all the game's concepts 
and the basic flow, was created. 

During this period, the development team 
had a massive number of ideas, and the 
gray box changed and evolved daily. Then, 
at the end of 2014, the prototype creation 
team was split into two. One team 
continued to work on the gray box while the 
other took what was already completed and 
worked on porting it into the RE Engine. 
Basically, real work on the vertical slice 
had begun, 


2014 could be called a trial and error 
period, a time to think big and try out ideas, 
But this all changed in 2015. Let's focus 
‘on the vertical slice creation team first. The 
flow of their development shifted gears 


toward convergence. 
A vertical slice allows you to play only 
limited part of the game, but that part 
to include everything one would find in 
final product. That is to say, a team 
make a vertical slice if they don’t 
when to call it complete. When the ti 
came to try and form everything into 
game, the project ran into a problem. 
The gray box was a bountiful farm, but 
also needed to be tended to. It grew pi 
of useful crops, but there were no 
of weeds. 

Truthfully, the RE7 development team 
this coming. That's because they hi 
assumed ahead of time that they w 
need to make changes in the future and set 
up their development schedule arou 
repeated trial and error. However, in 
midst of development, RE7’ s probl 
turned out to be bigger than had 
expected. As |’ ve previously menti 


oes 


even the act of transferring everything from 
Unity to the RE Engine had major issues. 
And while the schedule allowed time for 
Mese kinds of issues to be addressed, the 
onvergence process still wasn't easy. It 
would require cutting off the constant flow 


of ideas and deleting the work of sor or 


possibly ordering them to go in a whole 
new direction 

Completely cutting something that a staff 
member worked hard on can potentially 


id to a drop in motivation. Even so, if 


something was deemed unnecessary, they 
ouldn't hesitate to remove it. Takeuchi 
with all of his development experience 
knew this well. That's why he was 


merciless. 


have one example to relay. 

Toshihiko Tsuda, a designer with Capcom 
for 13 years, was one of the core members 
who was around at the very beginning to 
make RE7’s concept movie. As an art 


director, he was responsible for producing 


ground graphics as well as performing 
quality checks on the house’ s walls, floor 
and an assortment of small objects. The art 
team was also one of the larger teams and 
seeded considerable skill to handle, whict 
Tsuda had a knack for, so Kawata valued 


him for his management talent 


Tsuda was excited. The reason Takeuchi's 


dea to create an all new RESIDENT EVIL 


resonated so deeply with Tsuda was, of 
course, the fact that it was being 
developed for next generation consoles 
where near-photorealistic graphics were 
possible. Tsuda himself felt that if they 
were developing for a next generation 


console, it had to reach a certain level of 


qu 


ly. They 


0 had a new technology at 


their disposal, photogrammetry. Any object 


they might want to place 
could be added in greater detail than ever 
Tsuda tried to put all kinds of extremely 
high quality objects in the game in order to 


make it more frightening 


However, there was a big problem. 
The quality of the individual objects was 


too high. 


For example, Tsuda spent two weeks 
creating a deck of cards as a test. It was 
created, of course, with photogrammetry, 
which is by no means a perfect 


technology. The 3D object still had to be 


touched up by a designer before it could 
be placed into the game. The touch up 


proc 


Ss Consumed two weeks. 

Still, Tsuda believed this is what next 
generation of game making would be like 
There was no doubt that the process 
resulted in a high quality final product, and 


that was enough to satisfy him 


But maybe the choice of putting a lot of 


objects in a horror game wasn't the right 
one. The decrepit house would become so 
full of garbage that there'd be no place to 
stand, and the player wouldn't even be able 
to tell which items were the ones they 
needed to pick up 

Also, as the game became more defined 
another problem arose. If they kept making 
objects at this quality, the specs of next 
generation consoles wouldn't be powerful 
enough to run the vertical slice. Besides 


which, the amount of work was massive. 


They couldn't even finish a single part of a 


stage this way. Making the entire game at 


this quality would take far more time and 


manpower than they had. 


But could they do nothing to avoid 
reducing the quality? Tsuda's testing 
continued. He retained his “place lots of 
objects” idea and used lighting to make 


objects distinguishable from the 


085 


ackler in the darkne 


background, creating a creepy mood. 
However, the sheer volume of high polygon 
count 3D items, combined with the special 
lighting, still rendered the game unplayable 
on next generation consoles. He considered 
giving the player a flashlight that gave them 
limited sight of the screen, but nothing 
worked out. He knew it was bad, but he 
had no replacement Ideas. According to 
him, the idea had “gone bad.” 


At the start of the spring of 2015, when 
the vertical slice was due to be finished, 
Takeuchi spoke to Tsuda. 


“If you still can't do It at this point, | don't 
know if it's working,” 


So, the method they had used up until that 
point was completely abandoned. 


Takeuchi had previously said the following 
about how a head of development should 
pass judgment. 


“The first thing you néed to ask is whether 
something's superb or not. If it's good work, 
compliment them, that's all it is to it. If it's 
bad, make them do it over again, no matter 
how many times it takes.” 


Of course, from the perspective of the one 
being forced to repeatedly redo things, this 
may be overly harsh. But from the head of 
development's perspective, it’s only natural 
to order bad work to be redone. Another 
staff member told me the following in 
regards to Takeuchi’ s criticism. 


“Takeuchi's criticism is extremely brutal, 
but it's always on the mark. We aren't 
positive every part of our work is good 
either. That's why it hurts so much when 
it's pointed out.” 


Considering his position, Takeuchi may 


have been right to ask for do-overs, but for 
someone like Tsuda, who was organizing 
the artists and taking responsibility for the 
graphic quality, it had an extremely 
damaging impact. He was so depressed 
that his family was even concemed. 

After much consideration, Tsuda decided 
that, as the man In charge, he couldn't put 
this burden on his team any longer and 
talked to Takeuchi. 


“Can you take me off the team?” 


But Takeuchi's responded with neither a 
yes nor a no. 


“You don't really want that, do you?” 


He questioned Tsuda's true feelings. 


Tsuda’ s chosen method for making RE7' s 

backgrounds may not have been the best, 
but he as a creator, was still a core member 
and one of the people they needed for the 
game's development. Takeuchi was 
confident Tsuda would be able to pull it off 
in the end. In particular, Takeuchi saw that 
Tsuda's creative ideas for RE7 were 
extremely strong. Takeuchi wanted Tsuda 
to make a decision after looking at the big 
picture. 


After hearing that from Takeuchi, Tsuda 
came to the conclusion that he wasn't done 
with RE7 yet. Excited to take on the next 
generation of hardware, he may have gotten 
his hopes up too high. After taking a step 
back and looking at the background 
graphics, he was able to see what he 
should prioritize. The process of doing 
things over also allowed him to get a feel 
for the capacity of next generation 
hardware. 

Tsuda worked within the capabilities of the 
hardware and prioritized what work RE7 
really needed, going back and reviewing 
one element at a time. That was the 


simplest solution. 


When | asked Takeuchi about how 
came to the decision | just mentioned, 
said the following. 

“Ultimately, this approach proved 
effective with the backgrounds. Tsuda, as 
leader, was unsure what to do at times, 
he came through for us.” 


| didn't know about much about Tsuda 
when | heard this from Takeuchi. T: 
struggled within this new field, and thi 
sometimes went poorly, but in the end, 
did a splendid job and met Takeuchi’ 
expectations. He also successfully c1 
outstanding, atmospheric graphics. 


This anecdote, of course, only describes” 
one of the many things that happened 
the development of RE7. In April 2015 
after more twists and turns than can 
properly described, the vertical slice 
finished. As | mentioned in Part 4, 
vertical slice was unveiled to all oF 
Capcom's staff and blew them away. 


Then, the development of RE7 
to the next stage. 


BIOHAZARD 7 resident evil Documenc Fle 


INSIDE REPORT 


A Change in Development Structure 


tt was April of 2015. After the goal of 
‘creating a vertical slice was met, the RE7 
development team was about to enter a 
new stage of development. 

This had been the plan from the 
beginning. 

After the past year of experiences, trial 
and error, various accomplishments and 
accidents along the way, the completion of 
the vertical slice, and the progress made on 
the gray box, the development team knew 
what they needed to do to complete RE7. 


What they needed to do to complete RE7. 

Armed with that knowledge, they switched 
to a more efficient system of development. 
One could say this flexible team-based 
operating method of assuming in advance 
that alterations will be made and having 
periodic reviews was a unique feature of 
the RE7 development team. Having worked 
on many games, Takeuchi, Kadono, 


Nakanishi, and others were well aware of 
what kind of development structure and 
course of action would be needed. 


As | touched on in a previous chapter, the 
RE7 development team would have 
meetings each Friday afternoon to report 
progress and discuss what to do next as a 
group. In late April, during one of these 
meetings, Kadono suggested a fresh idea 
for team structure and brought up the 
following points. 


Thinking in a new way setting up the P. 
M.O (Project Management Office) 
Transitioning to line structure. 


What they first had each member do was 
change their thinking. Now that the trial 
and error period was over, it was time to 
move onto the next step, taking ideas and 
findings and building on them to produce a 


completed product. Doing so would, of 
course, require switching to a different 
approach. 


For example, at this time, Takeuchi and 
the other members of the team were fairly 
satisfied with (the vertical slice. They had, 
at the very least, succeeded in building 
RE7's representative element, namely, 
horror. 


But on the other hand, the game still 
hadn't become “Resident Evil". In other 
words, it was still lacking when it came to 
the elements that make RESIDENT EVIL 
what it is, elements like the use of limited 
ammo and the process of taking on 
terrifying creatures while progressing 
through dangerous areas. The team needed 
to start working on those aspects of the 
gameplay in order to create a complete 
RESIDENT EVIL package. 
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Additionally, while much of what they had 
done so far had been developed strictly 
within the company, what came next would 
require outsourcing to companies 
worldwide. For example, the 
photogrammetry studio was already 
complete, but touch up work would be 
needed if the 3D objects made with the 
Studio were to be used in the game. The 
work involved was so massive that they 
asked a specialized company overseas to 
help. That required setting the details of 
how the work would be done and submitted, 


There were also some motions, voices, 
and other elements that they had to record 
overseas. At this point in time, they had the 
general story set up. But for the sake of 
better presentation, they needed a more 
detailed plot that would explain specific 
situations. 


While necessary for the completion of 
RE7, the transition from trial and error to 
convergence that was occurring at this time 
could possibly also be called a switch from 
freedom to restriction. 


Next came the establishment of the P.M.O, 
As | mentioned in File. V, Kadono had been, 
the only project manager up until this point, 
but after looking back on the experiences 
of the last year and considering what would 
likely happen in the future, it became clear 
that one person wouldn't be able to 
manage everything. 


That's why the P.M.O, also mentioned in 
File. V, was set up. The P.M.O was made 
up of three project managers including 
Kadono, plus two assistants, making a total 
of five members. 


The new project managers were 
Yoshizumi Hori and Hiroyuki Chi. As a side 
note, they were already in a managerial 
position prior to becoming members of the 


P.M.O and often discussed the schedule 
with Kadono. 


Hori had started off in business, but later 
became a designer. On RE7, he was a His 
charge is the choice of the outside order, 
@ contract, management. But this was no 
easy job. 


| want you to imagine an event scene. 
Each event needs a script, characters, a 
‘Stage, multiple objects and 3D assets, and 
character voices and motions. 


On RE7, 3D asset production and editing 
was outsourced everywhere from China 
and Taiwan to Britain and Canada, truly all 
over the world. Assistance with the story 
came from a writer in Texas, while 
character motions in event scenes were 
put together by setting up something of a 
movie set and doing motion capture. That 
was done in Los Angeles. However, the 
motion data obtained through motion 
capture can't just be used as is. To put it 
in the game, some “cleaning” work is 
necessary. That work was outsourced to 
China and India. 


In the end, at least 300 people did 
outsourced work on RE7, and Hori was 
responsible for organizing it all. | think that 
should give you a good idea of how 
demanding his role was. 


Organization wasn't all he did, Project 
managers also act in a supervising 
capacity. Hori sifted through ideas that 
had been presented to him, also adding 
some of his own, coniributing greatly to 
RE7. Tsuda, the art director | discussed 
last chapter, had this to say. 


" He's quick to make judgments. It might 
look like his decisions are based on 
instinct, but they're certainly coming from 
experience, We only see the individual 


components, but Hori looks at the big 
picture for us, so he's a lot of help.” His 
praise for Hori was glowing. 


Chi, the third project manager, was always 
smiling and telling jokes. Of course, that's 
not all he did. His experience working at 
what might be the biggest game maker 
outside Japan led to him being made an 
director on RET in the spring of 2014. 


Some may have noticed already, but this 
report lists Chi as a third art director, after 
Takano and Tsuda. 

Nakanishi described the differences 
between the three of them in the followi 
way. 


“Chi proposes the approach. Takai 
thinks of the ideas. Tsuda figures out 
to implement them.” 


With his experience on big, international 
titles, Chi's proposals on new meth 
contributed a lot to the development of 
RE7. 


One example was the creation of 
“Mood Board.” 


This was used to take Takeuchi's visi 
and insert it into the art and implementati 
to make the game a singular whole. 


RE7 came to require a massive number 
background objects. It was impossible 
one person to take care of everything, but 
many people were going to get invol 
they all had to share the same vision. 
the team collected already existing 
and videos that resembled their inten: 
concept, creating a process where 
used those photos and videos to 
what items should and shouldn't be 
certain areas. 


They wanted horror, but not necessarily 
occult atmosphere. Ideas submitted wi 


complete understanding of the game 


ept would be pointless. Chi used 
to clearly communicate the mood 
feeling he was aiming for in RE7. 


‘Chi also tried his best to approach RET as. 
= game that would release in two years’ 
, For example, in 2014, new Uncharted 
Battlefield games were announced. 

_ RE7 would be compared to other similar 
games. As such, Chi had to ensure 
that RE7 would be of comparable 
‘@uality to other AAA games to be released 
two years. 


The already revealed RE7 graphics do, 
‘deed, compete with any other AAA title. 
‘The team's ability to look ahead to the 
fuiure in terms of art direction was thanks 
‘no small part to Chi's experience. 


The next thing announced by the P.M.O 
was a new development structure. Up until 
this point, the RE7 development team had 
emphasized quick production and revision 
jterations by using the Scrum model. 


But, from this point onwards, they would 
need something more structured, As such, 
they switched from the Scrum model to the 
Waterfall model. 


However, as | explained in File VI, they 
used a new form of the Waterfall model 
which they called line structure, Of course, 
this was a development structure unique to 
the RE7 development team. Now that 
we've touched on details of the RE 
ENGINE and RE7's development, I'd like to 
focus on this line structure. 


Kadono conceived of the line structure 
around the end of 2014. 

Let's say you make one character that 
appears in the game. In traditional game 
development, 2 designer would design that 
character's appearance based on provided 
specifications, a modeler would make the 
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3D object, an animator would create the 
motions, and ultimately, a programmer 
would get it all working together. 


But everyone involved prioritizes work 
differently. And different staff members may 
disagree on which characters should be 
made as presented or which need 
alterations, meaning the time needed to 
finish a character could vary wildly. As 
such, it's impossible to perform a check 
before the work is done, and it's possible 
that problems will arise at the end when 
everything's being put together. 


And if, say, there are staffs working on a 
battle, some may be unable to do their job 
without a particular character available. 


Until that character has reached a certain 
degree of completion, their work grinds to a 
halt. 


Such an issue occurred early in 2015 
when the vertical slice was being 
assembled on the RE ENGINE. I'd like you 
to think back to the water bottle example | 
presented In File 9. When the bottle and 
the fluid's two different staffs were working 
independently, they each progressed at 
different rates and finished at different times 
meaning an incomplete asset was used in 
the game during development, which 
caused a variety of delays and problems. 


There was another problem as well. In 
2015, the vertical slice team entered the 
convergence period before the other teams. 
That made the transition into convergence 
a difficult one. 


Staff were given free reign to try whatever 
they wanted during the trial and error 
phase. Nobody had to think about anyone 
else's work, they just focused on their own 
Goals. 


However, when they attempted to put all 


that work together, it became a situation 
where one component would break another. 
In order to avoid wasting work, ideas and 
functions that the hardware's processing 
likely couldn't handle were tested anyway, 
but this started to increase the processing 
time even further, 


The team wouldn't be able to make RE7 
into the kind of game they were aiming for 
without making use of everyone’ s area of 
expertise. But completing the vertical slice 
taught the team a lesson, if each team 
member only considered their own role, 
they'd never be able to unite everyone’ s 
work into a cohesive whole. 


Kadono was worried. The impending 
convergence would involve not only the 
vertical slice creation team, but also the 
entirety of RE7 development. It was easy to 
see that things would only grow more 
strained if something didn’t change. 
Kadono asked himself what they could do 
to avoid such problems in the future. 


It was then that he suddenly thought of 2 
factory's production line. 

In a production line, the staff members 
needed to create a single product is 
brought together, and then each staff 
member finishes their part of the job before 
handing it off to the next person, pushing it 
toward completion. And when It reaches 
the end of the production line, you have a 
finished product, 


If the issue was that differing priorities 
were causing assets to be used in an 
incomplete state and bringing about 
problems, all the team had to do wes make 
sure everyone could always finish their 
work properly before handing it off to the 
next staff member. If the creation of one 
asset required people from multiple fields to 
be involved, they just had to have all those 
people work together. 
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Kadono put his line structure plan into 
action by assembling designers, planners, 
programmers, and other staff into “lines,” 
and having them complete assets to the 
point where they could easily be handled 
by other members. Returning to the water 
bottle example, the act of placing the 
creators of both the bottle and the water in 
the same line meant they could work 
together and share progress and priorities. 
That allowed to team to get around the 
check function that had been an issue with 
the RE ENGINE at the time, and if they 
were to share a complete or near-complete 
water bottle, other lines could easily pull it 
out of the asset browser if necessary. 


Once the assets, backgrounds, and every 
other necessary part of the game were 
finished, the parts could simply be put 
together and the game would function. 

However, with that system in place, 
someone had to be the one to assemble 
the parts. For that, a line focused on level 
design was set up. 


Thus, the RE7 development team went 
from the Scrum model to the line structure, 
which was effectively a version of the 
waterfall model adapted to the RE ENGINE 
and RE7. The game would from then on be 
developed by the level design, background 
asset, and character production lines | 
mentioned in File VII. (By the way, The 
change from "trial and error” to 
"convergence" was not welcomed by all of 
the dev team.) 


And so, it was at this time that the RE7 
development team began to head into 
convergence, However, as | mentioned 
before, it was also at this time that the 
team's mood dampened. The development 
environment had been full of ideas and 
incredibly lively up until this point. An 
intentional shift was made to transition to 
something more orderly. Of course, some 


ideas were scrapped as well. 


Such changes can be hard for creatives to 
accept. They were to be in a bad mood. 
Project head Takeuchi said the following 
regarding all of this. 

The time period we were to converge all 
development was already set. | knew that 
the atmosphere around the workplace 
would get bad around that time. But at 
times like that we prune too much and the 
game loses its fun factor. So there will be a 
time (after pruning) when we actively throw 
out ideas. | knew that everyone would 
regain their motivation there. 


As a side note, this is heavily based on 
Takeuchi's experience with the 
development of past games. 

On a particular project where Takeuchi 
was the producer, convergence was 
planned to take place near the end of 
development rather than at the midpoint. 


He also figured that the starting line for 
when they entered the convergence period 
should be set high. If the starting point was 
high, he thought the endpoint would 
naturally be high as well. 


But while the game ultimately turned out 
well, development itself didn't go smoothly. 


Setting a high standard for when they 
would start convergence meant that the 
team didn't have sufficient time towards the 
end of convergence, and most of the last 
stage of development was spent on work 
like fixing bugs, significantly diminishing the 
team's feelings of accomplishment. 

It isn't a workplace worthy of creating 
games, something that should be a form of 
entertainment. 


He wanted to fix this on RE7. To do so, 
he moved the convergence period from the 
end of the project to the middle. Of course, 


the midpoint was too early for conve 
But in exchange, it left room for new 
to be tested in the future. He believed 
would allow the team to reach the end 


Ultimately, it was during this convergenc 
period that RE7 began to take shap 
speeding up development. In fact, 
game's stages were largely finished by fa 
of that year. However, RESIDENT EVIL 7 
was still far from complete, and the tea 
was about to enter another period of trial 
and error. It was only possible for the 
to go thought his new stage of devel 
because they had already experienced. 
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The term VR (Virtual Reality) has existed 
for 20 years, but it only began to garner 
worldwide attention in around 2012. 

That was the year the VR system known 
as the Oculus Rift appeared on the 
crowdfunding site, Kickstarter. It accrued so 
much money through the site that it became 
widely discussed. 


In 2013, when Oculus Rift development 
kits began to be sent to backers, 
innovation-loving engineers around the 
world, among others, started to take 
interest. Many contents were developed or 
announced that, while unrefined, showed 
the potential of VR and brought the rise of 
a big movement. 


This was as true at Capcom as it was 
anywhere else. In 2013, a number of 
creatives with interest in VR naturally came 
together and started to do research. Acting 


entirely out of personal interest, the 
creators worked independently without any 
orders from the company. 


Many of you may be reminded of 
something. Yes, it resembles when the 
company began with photogrammetry. A 
group that could be called the VR Fan Club 
even came together for research purposes. 

For E3, RE7 announced to be fully 
playable with PS VR, Capcom was most 
certainly not working actively in VR when 
development began at the start of 2014. 


“Somewhere in the plans was scribbled “ 
To be compatible with VR,” but that was 
about it. Even that was only written 
because working with new things improves 
motivation.” 

These are Nakanishi's words. 


Nakanishi was one of the people 


interested in VR. His thought was that, as a 
horror game with a first person perspective, 
RE7 had the potential to work well with VR. 


But, although Takeuchi was usually 
enthusiast icab out taking on new 
challenges, he wasn't entirely on board the 
idea of VR. 


However, While they would make it 
compatible with VR in the future, they first 
prioritized developing RE7 itself. As a 
result, there was no major progress in 
regards to VR for a while after production 
fully started in April 2014. There were the 
prototype, art, and RE ENGINE teams, but 
no VR team. 


However, one of the new members wha 
joined the RE7 development team that April 
was Kazuhiro Takahara. After joining 
Capcom in 2007, he worked as a 


ns 
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programmer on Lost Planet 2, going on to 
work on engine development and other 
technologies that made up the basis of 
game creation. 


Takahara -the member of VR Fan Club - 
was one of those who saw the potential of 
VR. He bought an Oculus Rift development 
kit on his own and used it for research. 
“Research” sounds formal, but Takahara 
described it as “a new toy | couldn't keep 
my hands off of.” 


As a part of the RE7 development team, 
Takahara led the push to make RE7 virtual 
reality compatible while simultaneously 
working on the creation of both the RE 
ENGINE and its prototype. 


However at this stage, before the vertical 
slice was even finished and a lack of VR 
development resources were available, he 
had no means of taking action for VR, This 
changed in 2015. It was around this time 
that the RE7 development team received 
some new development materials. It was 
what would later become officially known 
as the PlayStation VR, “Project Morpheus.” 


This is when RE7 finally began looking 
into making the game compatible with PS 
VR. 

At this point, the plans were still limited to 
partial compatibility, only some select event 
scenes. 


The work to make RE7 virtual reality 
compatible had begun. Takahara and VR 
Fan Club were, of course, at the center of 
this effort. 

They were far more interested than most 
in PS VR, and they were also extremely 
passionate about development. 


Takahara, “"When | wasn't used to it at 
first, | got so sick testing VR for hours on 
end | thought it was a form of torture.” 


In fact, when | came to the development 
room to interview for 7, | saw him wearing 
the Morpheus (PS VR) with a pale face, 


“| would spend all day wearing and taking 
off the PS VR over and over. The blue LED 
floating around the development floor made 
it feel like some futuristic workplace. At 
first, | was hit with that VR sickness, but 
strangely enough | got used to wearing the 
PS VR all day. 


Takahara also said the following. 


“Tinkering with the PS VR was a lot of 
fun. It was exhausting at times, of course, 
but it was brand new technology, and 
figuring out how to make a horror game on 
it that didn't make people sick required 
thinking up and testing new ideas. That 
was very enjoyable.” 


Thanks in part to VR Fan Club passionate 
research, the team was able to gather a lot 
of information about PS VR technology, 
some of which was used in the RE 
ENGINE's development. It was also at this 
time that the RE7 development team first 
decided they wanted to create some sort of 
VR demo, The plan was to present it at the 
world's biggest video game industry 
convention, E3 2015 (Electronic 
Entertainment Expo). 


At E83, guests wouldn't have that much 
time to test the demo, they play it for the 
first time and using something as unfamiliar 
as the PS VR meant the team couldn't 
make anything too complex. Numerous 
ideas were considered. 


The PS VR is a first person perspective. It 
also gave objects flying at the player much 
more impact. The team considered creating 
a game where the player had to dodge such 
objects. PS VR also induced a strange, 
floating sensation when the player jumped 


or fell. 
The team also considered creating 
poltergeist-like flying chair phenomenon. 


However, many strange ideas centering 
"the affinity with VR", Takeuchi reje 
those ideas. 

“This is no good at RE7.” 


In the end, they settled on a more si 
idea that simulated the fear of bei 
stabbed. 

They ended up created a demo cal 
KITCHEN that's now available on PS VR. 

Basically, in the demo, the protagonist 
bound to a chair while various horri 
things happen around them, ending 
something to shock the player. 


At first, the team was unsure a 
presenting something so plain. “The 
had spent long time creating horror, so 
were numb to it,” Takeuchi said. 

“But | was confident that they’ d 
surprised if | actually had them experi 
it” 


At E3 2015 June, 
The confident of Takeuchi became 
reality, 


Everyone who played KITCHEN qui 
with terror. Endless screams filled 
convention floor and countless articles 
written about how it was"truly frightening” 

Reaction videos of people playi 
KITCHEN were also recorded and re! 
sparking widespread discussion 
garnering an ever-rising number of views. 


| played the demo myself at Tokyo 
Show 2015, and I'll never forget the im 
it had on me. | can't even tell you 
many times | thought about taking off 
PS VR and running away. It was 
terrifying that | actually resented 


After constant research, the specifics of 
this phenomenon as it occurs with VR were 
discovered. Takahara said, 


“If you constantly move forward in a 
narrow passageway, it can look as though 
the walls are moving faster than bodily 
sensation. As a result, it creates the illusion 
that you, yourself, are moving faster, making 
it easier to experience VR fatigue." 


To handle such problems, they had the 
protagonist walk at 6.1km/h when playing 
the game normally, but 4.2km/h when 
playing with VR. 

But the change in speed significantly 
affected the gameplay. Creatures that had 
previously been difficult to outrun were now 
inescapable, and I'm sure you can imagine 
that combat was also made more difficult. 

Then, they set up the PS VR version so 
that the player’ s movement speed would 
vary depending on the scene. For example, 
gameplay became significantly more 
comfortable if the player moved at 4.2km/h 
while exploring, but 6.1km/h just while in 
battle. 

it changes depending on a sequence. The 
obstacle of the play can be greatly reduced. 


There were also measures taken for 
collision detection problems. For example, 
when a player walks, the height of the 
protagonist's collision detection with the 
floor was adjusted. Flat surfaces such as 
hallways caused relatively few problems, 
Sut hilly outdoor areas would naturally force 
‘Me player to visually experience a lot of 
W=tical movement. 

Jest like carsickness, movements of the 
Sets of vision like this are not very 
‘omostible with VR. So we had the PS VR 
ede differ from the normal gameplay, 
@isome Hit detection spots so that one’s 
erements would be smooth arcs, even 
‘@etSce. limiting the amount of shaking in 
“WS. Oreventing motion sickness. 
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They tackled each problem one by one 
like this, finally completing the feat of 
making RE7 completely PS VR compatible. 
This result is definitely thanks to the 
passion and efforts of the engineers. | also 
would like to give high praise to the 
management for foreseeing the mass 
amount of extra workload that was bound 
to occur during development and making 
things fall in place without having to extend 
the schedule, 


I'll add that RE7 is probably the world’s 
first big AAA game that's fully compatible 
with VR. Like the presentation at CEDEC 
2016, the team's experiences and 
accomplishments made waves not only 
within Capcom, but also around the world, 

I'd like to end with Takahara's three “VR 
Game Development Fundamentals” from 
his CEDEC 2016 presentation. 


+Don't think, test. 
+Don't be limited by old methods, 
- There's still more to learn, 
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The Final Stage 


versions of a completed game are 
over the course of development. 
people probably hadn't heard of the 
siice | discussed, but I'm sure many 
know about alpha, beta, and gold 
versions. 

‘simply describe each, these terms 
mean the following. 


alpha contains most of a game's 
is and allows for all the game's 
and capabilities to be evaluated. 
la, much like the alpha, is for 
purposes, but it is closer to the 
t. Betas generally contain every 
the game needs and have had the 
‘ing defects removed. 
master is the finished product. 


. during the brutal late stages of a 
ent schedule, you may have 
with many components yet to be 


implemented, betas that still have game 
breaking defects, or major revisions that 
have yet to be incorporated into the game. 

Essentially, it might be more accurate to 
say that these versions are "milestone" in 
the development schedule. 


The RE7 development team, of course, 
had alpha and beta versions that functioned 
as goalposts as well. 


They were also had with making a pre- 
alpha. 

The pre-alpha, as the name implies, is a 
stage that precedes the alpha [The 
definition of the version will vary according 
to game maker]. Ideally, it should allow for 
the game to be played from beginning to 
end, even if some enemies or items are 


missing. 


On November 25th, 2015, the 


development team had more than a hundred 
members, and development of the pre-alpha 
stage was about to get intense. This was 
also the deadline for the pre-aipha data. 

This data would be edited while the team 
worked on completing the pre-alpha by mid- 
December, 

Kawata felt this was the perfect time for 
interviews and asked me to come. So. on 
that day, | went to the RE7 development 
floor. 


First, at 9:30AM, each team had their 
moming meeting for 5-10 minutes, Not one 
employee seemed to come late to one of 
these standing meetings, where they 
discussed what they planned to do that day 
and any current problems, 

Incidentally, | worked for a number of 
game makers myself in the past, but none 
of them were up and running at 9:30AM to 
the extent that Capcom was. Game makers 


this was. If it'd make things better, we'd do 
it. We all worked on every little detail right 
up until the last minute.” 


But for Kadono, the schedule manager, 
and Kawata, the budget manager, were 
terrified. 


“Ultimately, we used two months that had 
been set aside for brush up, so we 
somehow managed,” Kadono said. 


Kadono's responsibility was schedule 
progress. On the other hand, Kadono was 
also a game creator, member of RE7's 
development staff. If it would make the 
game better, he wanted it to happen. 


“I knew the latter half needed changes, so 
| told Takeuchi myself that, even though 
there was only a month until the beta 


Seagate: 


2 aa 


deadline, this was the only time to do it. 


(la 


The schedule was important, but the need 
to make a good game was even more 
important. Kadono and the P.M.O knew 
better than anyone just how little time was 
left, but it was the P.M.O itself. 

And while Kadono was in charge of 
managing time, Kawata was in charge of 
managing money. According to Takeuchi, 


“Kawata was like the grandma who is 
nagged by her grandchildren.” 


“It was like his grandchildren were asking 
for pocket money, so he couldn't turn them 
down. (Laughs) * 


Regardless, the unified team continued te 
work hard as the deadline for RE7 grew 
closer. 
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The Future After REZ 


This is a story from spring of 2016, As | 
" mentioned in the last chapter, despite being 
just about to reach a major development 
milestone, completing the beta, the RE7 
development team was throwing out many 
ideas and doing lots of revisions. It was 
perhaps because of that situation that 
Kadono declared the following. 


“We extend beta release completion time 
for two months! The gold master's got to be 
done in October! The deadline cannot be 
prolonged. Plan to have all work finished by 
then! Everyone, Please understand it! " 


However, despite that declaration, he 
wouldn't hesitate to push the deadline 
back. 

He assumed an unexpected situation 
beforehand, 

He secured a postponement by efficiency 
of the:work, but this is because it uses all it 


up when it knocks over the back of this 
schedule, 

Either way, the staff also wanted to aim 
for an October completion date. As a 
manager, Kadono felt it was his 
responsibility to make this declaration. 


But right after he said this, Takeuchi 
mumbled the following, almost like a 
prophecy. 


“| feel like there's still something more.” 


And it turned out just as Takeuchi said. 
The start of it was mainly due to a certain 
event held in June. 


It was AM on June 14th, 2016, The team 
was trying to work through all the necessary 
changes. Now that we're on File.XIV 
chapter of this report, let's return to a topic 
from the first chapter. Yes, E3. It was the 


day RE7 was finally announced. 

The RE7 team was naturally restless. The 
most restless of them, surprisingly, was 
Takeuchi. He only watched from Japan, but 
people saw him pacing back and forth in 
the break room all day, asking himself if 
everything would turn out alright. 


At 9:30AM, while the E3 conference was 
being broadcasted to the entire world, 
RE7's trailer at last began to play. 

Takeuchi and Takano had put most of the 
trailer together themselves. Takeuchi 
outlined what he wanted to show, and 
Takano as art director, worked out, 

Takeuchi had several goals in mind. 


“| thought it'd be best not to say it's an RE 
game until the end. | wanted to make them 
think", what's this game? Looks awesome,” 
and then do the reveal, But | even told 
Takano It was probably a gamble. There 


was no way of knowing how the audience 


would respond. 


Their gamble went as | described in File. | 
Gamers around the world reacted to the 
trailer with shock and awe, and the demo 
released on the same day was praised as", 


truly scary.” 


After the announcement, Takeuchi 
changed. His worried look he had in the 
morning disappeared, and after calming 
down from the joy and relief of being 
accepted, hearing the cheering when the 
title was announced, he started to think 


about the response of RE7. 


And due to that, even at the point when 
we were readying the already two-months- 
late beta, we were still improving and fixing 


RE7. The response at E3 and the 


expectations of the fans pushed the 
objective of the entire RE7 team one rank 
higher. The demo released simultaneously 
with the announcement, “Beginning Hour” 
had multiple version ups planned from the 
start, but the idea of “making it even better” 
just naturally came up between our 


members, giving us even more to do. 


“ The opening scene was a bit hard to 
understand, so why don't we try changing it 
up?” 

“Then what if we changed that too?” 

“Uh, at this stage in development? If we 
do that, this scene later on in the game 
would be meaningless.” 


“Isn't it kind of late for all this!?” 


Several such conversations happened 
and They weren't all from Takeuchi or 


Nakanishi. 
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Much of the staff submitted ideas for how 


to improve RE7. 


Of course, it was also obvious that the 
staff was concerned about the increasing 
amount of work, On the other hand though 
they all felt they had to do what was 
necessary to make the game better, so they 


maintained high spirits and worked quickly. 


Then, October finally arrived. RESIDENT 
EVIL 7's gold master was finished and the 


development floor was filled with cheers. 


As the writer, that's the line | wanted to 
end this report on. Especially because 
called File.II “The Birthday of RESIDENT 
EVIL 7.” | had initially planned to call this 
chapter 

“The Completion of RESIDENT EVIL 7 
But unfortunately, | couldn't 


The schedule of RE7 Is favorable. It is 
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not a reason. 


Let me explain, 

Usually now, the masterpiece of the AAA 
lass is released with plural hardware. 

You have a version of RE7 scheduled for 
PS4, Xbox One, and PC, 


RE7 isn't released in Japan only. There is 
= need to prepare masters for each region. 
There were also the updates for the demo 
@nd the post-release DLC, meaning that we 
had the workload of “types x regions” . 
When we say master-up, there are actually 
‘ountless amounts of masters that exist, 

There was no single event where every 
‘Staff member finished at the same time and 
cheered. 


1 had Nakanishi show me the schedule in 
Autumn 2016. There was some sort of 
Geadline every week. At the time, the gold 
master data had been sent to makers for 
@pproval. Once it was approved, work on 
the retail version of the game would be 
‘over. But if any irregularities were found, 
completion date would, of course, be 
pushed back. This was also when work was 
teally getting started forthe sales promotion 
Givision. 


“can't say it felt like we were done.” 


Those were Nakanishi’ s words, but many 
members of the staff repeated them to me, 
Probably, they were unlikely to get a break 
even after the game's release. However, 
Nekanishi also had the following to say. 


* But it’s a relief to know we’ re sending 
Te game out confident its quality is up to 
sufi.” 


/ actually heard this from many staff 
members as well. 
For example, Kadono, the project manager, 
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said the following about his feelings around 
this time. 

" if you look at the schedule we first 
submitted to the company, we mostly met 
it, so I'm very pleased with that. | honestly 
wasn't sure about the revisions we did in 
June. (Laughs) But we did RE7 the 
management we wanted to do it, and we 
ended up following the schedule in the 
process. Not only that, but | think RE7 
came out very well.” 


Next, I'd like to present Tsuda one of the 
art directors’ impressions. 


“It was a highly anticipated title from the 
start, so just finishing it was relieving. 
Especially in RE7, we were able to create 
something different from the Resident Evil 
series up until now, both gameplay-wise 
and graphic-wise. As a game creator | can't 
help but feel overjoyed, and as an art 
director am very satisfied to complete the 
objective of depicting horror from an artist's 
point of view without compromising. There 
were a lot of new things we experienced for 
the first time, such as new hardware and 
new systems, but in the end it | feel 
rewarded to be able to release something 
that I'm satisfied with. ” 


The two both expressed satisfaction 
toward RE7. Despite their different 
positions, they were able to say that 
because they felt they both did their best 
and were satisfied with the results. 


In my personal experience, there was one 
thing | always noticed when stepping onto 
the RE7 development floor. The average 
age of the staff was remarkably high. |'ve 
heard it averaged around 35 years or older. 

The RE7 team had a high number of 
members who had at least ten years of 
game development experience. They'd been 
involved not only with the RESIDENT EVIL 
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series, but many others. And these people 
were uniformly satisfied. 

Of course, I'm not going to say this means 
RE7 has to be a great game. That's up to 
gamers around the world to decide, But it 
can't be easy to make a game that veterans 
like these could be confit dent in. There's 
no doubt that RE7 is one such game. 


This is another tangent, | played RE7 a 
few times throughout its development, for 
this reports, and | was scared multiple 
times on each occasion. | even screamed 
in the middle of playing so me times. (The 
staff of RE7 development team within 
earshot, with evident satisfaction) 


Of course, it was more than just scary. 

Using your limited weapons effectively 
while taking on traps and trials provided a 
sense of satisfaction. The intense joy you 
feel when you’ re running from a powerful 
creature and you finally find a shotgun is 
classic RESIDENT EVIL. (It's a great model 
change) 


Finally, The end of File.XlV approached. 

Let's remember a report of File.l. It's the 
two goals Takeuchi had while developing 
RE7, 


First, make good stuff. 

Second, construct an efficient 
developmental environment and teach the 
next generation of talent. 


| think the first point's results are already 
clear. They did everything they could to 
make a satistying product. 

It will be success or failure? You, game 
fans decide it. 


Then what of the second point? 

The efficient developmental environment 
part should go without saying. The RE 
ENGINE enabled high graphic expression, 
allows for each individual staff member to 


get involved in many parts of the 
development and also makes it possible to 
handle high-end videogame with short 
iterate on time. The Improvement in 
developmental efficiency was clear, and It 
would have big consequences. 


For one, it means shorter development 
schedules. 

But more importantly, it leaves more time 
open for trial and error, final preparation. 


When speaking with developers at 
Capcom, | couldn’ t help but feel that these 
people are craftsmen. They would never 
hesitate to do something that would 
improve their work. If you think about it, 
anything you do first requires you to be up 
to the challenge. | don’ t think unique game 
series like RESIDENT EVIL, Monster 
Hunter, and Ace Attomey could have been 
made by anyone but Capcom. More trial 
and error time, final preparation is a big 
plus for a company of craftsmen like 
Capcom. 


The RE7 team was organized in a flexible 
way and introduced of the Agile and line 
models. 

They had thorough iterations over which 
they reviewed and revised the game. This 
uniquely structured development experience 
will surely be of great value to Capcom in 
the future. 

Of course, it's not as though simply 
adopting Agile or the line model will 
improve efficiency. This developmental 
structure would never have come about in 
the first place if not for this particular 
project and the RE ENGINE. Were it to be 
used by another team, it would likely need 
to be adapted to their needs. 

However, that can't work without an 
experienced staff. So, what of that point? 

When | asked Takeuchi, he had a 
fascinating answer. 


“| was actually just checking the contents 


of a demo final update. The staff made 
without any input from me, but it turned o 
incredibly well. They understand RE7 a 
what they need to do to make the g 
scary or fun, so | can proudly say they’: 
Bot it.” 


There's no need to pay too much attention 
to surveys or player input. Instead, 
sure your game has a strong core, ma 
sure the whole team understands it, a 
perform trial and error to make it. However 
there must also be periodic reviews, and # 
it becomes necessary again later, extr: 
time for trial and error, 

There was also the attitude that anythi 
was worth doing if it'd make the game 
better. The entirety of the RE7 teal 
believed in that idea. Developing RE7 
certainly educated and developed the 
generation of talent. 


But Takeuchi didn't forget to add the 
following. 


“ That being said, they'll probably 
the same mistakes they did on RE7 ove 
again, (Laughs)" 


Takeuchi went on to explain that is 
because game development isn't so simple. 


“Even educated people repeat their 
mistakes. That's what makes game 
development Interesting. But if these g 
repeat their mistakes, they should be able 
to recover fast and know how to handle it. 

Some of RE7’s staffs have Joined the 
team for the next project after finishing, and 
that already is having great results. Most © 
the team for the next project wasn’ 1 
Involved with RE7, but when the RE7 
joined, it strengthened their “core”, allowi 
them to not be too scared of the users” 
voices, and they started to think outside 
box. Being stimulated by RE7’s staffs, 
atmosphere of the entire team for the next 
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=roject is a good one.” 

Slowly but surely, a revolution in game 
development ten years down the fine is 
Sprouting 


Of course, There will always be a need to 


mline the process and implement new 


technology. But mentally, the stage is being 


Lastly, | asked Takeuchi about his future 


zoals. 


! want to make an even better survival 
horror game. You could say RESIDENT 


JIL is already almost synonymous with 


survival horror. When the time comes to 
make another RESIDENT EVIL sequel, | 
want it to shock people. 

We did a lot of things like the 
announcement and all with RE7, so the bar 
for surprising people has been raised pretty 


high, but around the time when everyone 


forgets, I'd like to do it again.” 

It may seem too early to say, but once 
RE7 has been released, Capcom will 
naturally have to think about what comes 
next, And when that time comes, the 
developers will most likely be overwhelmed 
with intense pressure yet again. But, just as 
they did with RE7, and thanks to their 
experience on RE7, there's no doubt they'll 


shock the world once more, 


Mia Winter 
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Promotion: A Different Challenge 


As detailed in previous entries of this 
inside report, development work on 
Resident Evil 7 was approaching its end In 
the summer of 2016. Although many 
members of the team were in no position to 
telax at the time, including the DLC 
development team and the debug 
programmers, not to mention Producer 
Kawata, and Director Nakanishi, members 
with nothing left to do were being 
reassigned to development teams for other 
games. 

Even so, there are team members who 
only get genuinely busy when the game Is 
nearly complete. Generally known as the 
marketing or promotion staff, these team 
members work in departments related to 
sales. 

No matter how good your product is, you 
need to inform a lot of people of its 
existence and value and persuade end 
users to part with their hard-earned money 


in order to sell it. RE7 was no different from 
any other game in this regard. While the 
Resident Evil series name is known widely 
enough, that doesn’ t change the fact that 
people won’ t opt for it if they’ re left in the 
dark about it. This is where the sales team’ 
$ real battle begins. We naturally tend to 
look toward the development team when 
we think of games, but I'd like to focus on 
the sales team’s efforts in File XV, 


Tsuyoshi Kanda, Tsutomu Masuda, and 
Manabu Okamoto all played major roles in 
the sales and marketing of RE7. 

In fact, Kanda has already come up in File 
Ill of this inside report. By title, he’ s listed 
as the Promotional Producer for Resident 
Evil 7. In short, he is the marketing 
manager attached to the RE7 development 
team. Traditionally, a single producer 
handles both development and marketing 
for most games. For the Resident Evil 


series, that would be Kawada, However, 
handling a global launch across three 
region - Japan, the US, and Europe - in 
addition to his development work stretched 
Kawada to his limits. That was when Kanda 
was selected, with his 14 years of sales 
experience in both Japan and the US. 
Kanda’ s role in his position as a member of 
the RE7 development team was to 
communicate the game's appeal to the 
entire world. 


Of course, Capcom has a dedicated sales 
department, as well. The section in charge 
of marketing, advertisement, and promotions 
is called the sales promotion division. 

Masuda is the manager of the sales 
promotion division, and took on the role of 
general manager of global promotion and 
marketing for Resident Evil 7. This position 
manages all marketing and promotional 
activities not just in Japan, but on a world- 
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wide level. 

Furthermore, Okamoto manages marketing 
as a promoter. He primarily worked on 
implementing a variety of marketing 
campaigns in Japan, the planning of the 
Resident Evil Café and Tokyo Game Show 
booth, and similar activities. 


It was in April of 2015 that Masuda and 
the others in the sales section truly went to 
work on RE7. If you’ ve been reading these 
reports from the beginning, you probably 
know what happened right at that time. The 
team completed the vertical slice and 
unveiled the game internally at Capcom. It 
was when the sales section staff first 
learned what kind of game RE7 was going 
to be. 


Masuda said of the first time he set eyes 
on RE7?: 


“At first all of the sales-side staff were 
terrified. Everyone said, ‘what |S that?!’ 
(Laughs)" 


“There were sudden perspective shifts, 
and none of the series’ usual characters 
showed up, and the visuals were more lurid 
than ever. | was overwhelmed for a little bit, 
realizing that | had been there at the 
moment that Resident Evil was reborn. 
From a sales perspective, within Japan we 
recorded over one million units sold for 
REG, the previous entry in the series. There 
aren’ t many games like that, so we were 
extremely nervous about whether or not 
casting aside the conventional approach 
would work out.” 


As head of the marketing division, he had 
the same reaction as many of the 
development staff when they heard 
Takeuchi’ s ideas. However, Masuda added 
the following. 


“But | definitely got sucked into it as | 


watched, and found myself thinking that 
‘this looks fun.’ Since scary fun is the real 
heart of RE, we needed to welcome the 
challenge of creating it. And deciding how 
to get game fans around the world to 
accept this challenge from the development 
team let me show my skill as a promotional 
manager. | also thought it was fun working 
to find new, unheard-of ways to show it off.” 


The development and sales teams for RE7 
went on to work together in this manner, 
refining a publicity strategy that 
communicated RE7’s appeal. 

Initially, the concept for promotion was 
“how to communicate ‘the value of 
experiencing RE7’ to fans.” The sales 
managers had all sorts of emotional 
reactions when they saw the newly-reborn 
RE7. They felt it was scary yet also fun, 
and that it made them want to tell others 
about the shocks and excitement. 
Communicating this “experience value” - 
the sort that makes you want to tell the 
story - would of course give end users a 
reason to purchase RE7 for themselves. 
However, it would also lead them to tell the 
next person down the line about the 
“experience value” of RE7 in the same 
manner. 


Their first act at this point was to make 
certain that the staff representatives for all 
countries understood the game better than 
anyone else. They considered when and 
how to communicate what kind of 
information for all sorts of aspects of the 
game, from the signature horror and the fun 
of triumphing over it, to the intricately 
plotted story, the striking visuals of the 
Baker house, and more. In RE7, the team 
placed particular emphasis on what kind of 
game the player would experience. “The 
unknown" is a vital component of the horror 
in RE7. They had to take exceptional care 
to eliminate any elements that might spoil 
twists or scares in order to allow players to 


enjoy their first time playing through in an 
ideal setting. 

E3 2016 seems almost symbolic of their 
efforts. As mentioned in File |, they kept the 
RE7 announcement a secret until the bitter 
end, and successfully maximized the 
surprise by distributing the demo - 
Beginning Hour - on the same day. 

As a result, many fans were shocked to 
see Resident Evil reborn, then went on to 
play the demo. From there, they spread 
their personal experiences and the news 
that “it was really scary” on social media. It 
truly went exactly as Takeuchi and Masuda 
had intended, 


Naturally, they also continued their 
extreme efforts to avoid revealing any 
spoilers that might touch on significant 
sections of the game. From the initial 
Beginning Hour demo, the setting in a 
creepy mansion and the appearances by a 
disturbing family including Jack Baker 
(whose nickname “Family-Puncher Man” 
was catching on even at the time) were 
widely known, Yet all other information was 
‘strictly suppressed. While showing that this 
was a Resident Evil completely unlike 
anything that had come before, they kept 
any information that might reveal the full 
picture a secret. 


As I've mentioned in the past, the team 
took an approach that involved several 
version upgrades for the demo, Beginning 
Hour. In the 1.0 version they distributed at 
first, questions like “is there a way to 
escape?” and “what purpose does the 
mysterious Dummy Finger item serve?” 
were major topics of interest among 
players. And anticipating that topics like 
this would come up, the RE7 development 
team was prepared. Each time they updated 
Beginning Hour, they answered numerous 
questions while generating entirely new 
ones. And just by showing the fans 
glimpses of RE7, they continued to build 


excitement and anticipation for the game. 
Even as a footnote to the main story, 
Beginning Hour managed to achieve a 
record 7.5 million downloads by February 
2017. 


But there were also negatives to this 
method of suppressing information. For 


example, it is true to say that RE7 was 
Breeted with cheering at E3 in June 2016, 
and that it generated a lot of talk at the 
time. However, that leaves a gap of more 
than half a year between RE7’s 
announcement and its launch. Over that 
time, it was extremely challenging to keep 
interest in RE7 simmering while using this 
method of releasing limited information in 
installments. New games are announced 
and launched every day, competing for 
gamers’ attention. In fact, | am told that 
tere was backlash against this promotional 
method even from overseas distributor 
subsidiaries within Capcom. 

Capcom held a global meeting of sales 
managers at its head office in Osaka in 
September 2016. It was a huge gathering, 
including Takeuchi, Kawata, Kanda, 
Masuda and the others as well as Capcom 
distribution managers from Europe and the 
USA. 

At the meeting, each region reported on 
its current situation in tum. 


The number of pre-orders for each region 
was fairly good considering that they were 
Still four months from launch, but it still 
wasn't high enough. While user opinions on 
social media showed high interest and 
anticipation for RE7, they hadn’ t managed 
to give people a compelling reason to pre- 
order a copy. And one major reason for this 
was that they didn’ t know all of the details: 
about the game. While this method of 
hiding information had done a great deal to 
generate interest in RE7, there was a 
‘chance that it wouldn’ t be able to maintain 
that interest. 
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Of course, a counterargument formed with 
Takeuchi and Masuda at its core. They had 
known that something like this was coming 
since they first settled on the promotional 
method. Fans were busily imagining and 
debating what sort of game RE7 would be 
even amongst themselves within Japan; 
this was exactly as the team had 
anticipated. They would create promotional 
videos just as planned, and start large- 
scale hands-on demos (preview sessions 
for media) and television commercials in 
December. That left October and November 
open, but they were open to ideas. 


In actuality, they implemented one plan 
after another to spread the word about 
RE7’s “experience value.” The “Resident 
Evil Ambassador” program seems to have 
been a representative example of these 
efforts. This was a program to recruit fans 
who would actively spread information 
about Resident Evil on their blogs, Twitter, 
Facebook, or other social media, They 
would prioritize sharing of information with 
these fans, give them invitations to demo 
events, and provide guidance on exclusive 
campaigns and other efforts. 

Information on most games is limited to 
official websites and anything published by 
the gaming press prior to launch, Under the 
Resident Evil Ambassador program, a 
portion of the fan base effectively took over 
this role. It was a very moder promotional 
method for an era when social media is 
becoming an increasingly vital part of our 
lives. 


They also executed a plan to reveal 10 
short videos - roughly 10 seconds in length 
- to the ambassadors. The videos were 
shared one by one. One video revealed 
glimpses of the game's setting and 
enemies, spurring interest; another focused 
on a theme of “the shotgun in the box,” 
showing the detail typical of Resident Evil. 


For each video, they aimed for something 
that the fans would spread and 
communicate to others. 


Meanwhile, an unexpected miscalculation 
began to make its presence known as they 
approached the end of 2016. Via 
distribution of the new demo and the 
Resident Evil ambassadors, they had 
definitely succeeded in informing fans that 
the game's horror was second-to-none. 
However, they had begun to generate too 
much buzz about that same horror. 
Apparently, they saw comments stating that 
“It looks too scary, so I'm not going to buy 
it after all.” It makes sense. No matter how 
popular or fun a thing is, some people will 
be hesitant about it if it's too scary. 

But in RE7, the savage horror heightens 
the struggle of survival and generates an 
unprecedented level of entertainment value. 
The problem was that they hadn't fully 
communicated half of this appeal. 
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At that point, they revised their objectives. 
They retained the policy on avoiding 
spoilers in order to ensure an ideal first 
play-through for everyone. But in contrast, 
they changed the focus of the information 
they pushed to the forefront. Starting in 
December, the theme they aimed to 
communicate shifted from “experience 
value” to “sharing in the sense of fun.” They 
did everything they could to spread the 
impression that you can’t stop playing 
despite how scary the game is, such as 
having famous YouTube personalities play 
the game and providing ambassador 
members with videos featuring survival, 
specifically. The graphic of Ethan holding a 
gun - published early in 2017 - is 
representative of these efforts. In effect, 
“resisting horror” was the linchpin of their 
efforts. 


The promotional efforts finally reached 
their climax as the launch date drew near. 
Acting according to their objective of 
getting people to encounter Resident Evil 7 
somewhere every day, they took specific 
measures such as advertising through train 
station and billboard, as well as 
broadcasting commercials and play-through 
videos featuring famous personalities. They 
also conducted publicity nearly every day, 
constructing outdoor locations reminiscent 
of the Baker house and aiming for effects 
that felt close to home for the fans. They 
wanted to generate a festival-like 
atmosphere for RE7’s Imminent launch: 

One joint effort with the hardware 
manufacturer for PS VR became a major 
topic online. In it, ghost story king Junji 
Inagawa tried out RE7 and the KITCHEN 
demo. Inagawa started out bold, boasting 
that “I've visited scary places, so a mansion 
isn’t going to scare me.” But he didn't 
hesitate to praise the game once he played 
it, stating that “virtual reality is no easy 
matter.” This carried weight when coming 


from the king of ghost stories, and it 
generated a lot of talk on social media. 


Then came January 26th, 2017, and RE7 
finally went on sale. It was the day that 
gamers around the world had been waiting 
for. 

Previously shrouded in secrecy, RE7 was 
finally fully unveiled. Most readers likely 
already know the outcome. The voices of 
fans who had experienced RE7 reached a 
crescendo on the internet. It was as scary 
as they had anticipated - no, even scarier. 
But it wasn't just scary. The fear itself 
served to heighten the sense of relief on 
surviving a risky situation and the thrill of 
defeating enemies beyond that of any 
previous game. And players found 
themselves unable to put it down, drawn in 
as they were by the story that only reveals 
itself with progress as well as the finely- 
tuned game balance. They found that RE7 
was exactly the sort of survival horror they 
had been waiting for; that it was a new era 
of Resident Evil. 

Then the game's value began to show 
numerically, a matter of the utmost 
importance. The day after its launch, they 
made an official announcement that it had 
shipped more than 2.5 million copies 
globally. Without missing a beat, it broke 3 
million copies by February 14th. Even now, 
the number continues to grow steadily. 


Okamoto told me the following when RE7 
had been on sale for about two weeks, 


“Last year, RE hit a tuming point with its 
20th anniversary. Resident Evil is one of 
the rare games with players that have 
grown up over the course of its history. Of 
course | was a bit nervous to take on the 
challenge of RE7, given its reputation in 
that regard. But now we’ ve actually 
reached 3 million copies, and I’ m proud to 
see Capcom showing it has the spirit to 
make bold moves in adapting with the 


times. I'm sure that development will 
continue to lead the way in the future, and! 
just want those of us in sales to continue 
to communicate their enthusiasm to the 
rest of the world.” 


RE7 took on its final form thanks to the 
challenge that Development team issued 
with Takeuchi at its core. But it wasn’t 
easy to get countless fans to accept it, 
along with its major changes from past 
series entries. 

Masuda and the others in sales were 
responsible for creating and maintaining aq 
environment in which the newly-reborn 
Resident Evil could move 3 million units 
over less than a month from its launch. To 
do this, they cultivated a deep 
understanding of the bold challenge he was 
issuing and conducted a broad range of 
promotions based in past experience. 

For most products that become major 
hits, there is a brilliant salesman at work in 
the background at all times. The challenge 
that RE7 posed is only meeting such near- 
complete success thanks to the trust 
between its development and sales teams. 


* BORSNTHUTWI SES ET A—Y, 
+ AY OMFEABOZO & 5ICRAS. 


*RADSDLA EMMA TIS. 
+ NS EMF SBR TROD LIMO LTOET, 


104 


105 


103 097 ~098 
LVAD BEE 


omni Lg 


eMHLT 


099~ 100 
hme Mant x—9, 


101~103 


ZIVCT SRE 


PAEETBSCE! 


104 


LPEOBRLABOPIABERTMRA, MRR 


TiHuge body 


Giinside the body 


4 Tantacle of attack 


3Tantacle 
2Arm 


101~103 
TUE SH 


Atte te 


4 Tantacle of attack 


‘3 Tantacle 


105 


Column V [RCL TOPTAELE] 
SARA RM 


MOPIEIS ACM) MEMHTS, ATSGATT-A. CANT IA 
¥NPAILIAT TALIA NOAM TID EIOME 
LERMLT SHOR, CERUEAMOMICASE, MAE DML 
OBOE, LO’. SETATEIONOG THM TSAE THES, 
AMORA TESORASTEG. MACETERB ORAL MS 


ACRES (AF OWACEMSRLTLE I), RKC 
CRSOREF SBISHSD— GMT. SERADEEKAR 
 DETHSESABNTUB. 


THUR AR MOAERS MRE CAM SOeBMEG OES) 
te BAULtmees|/—|. HOMFRHasuRboreeE 
CRRA TOF RRM cRASKeURNR, Bx (2% 
BELA AMR nt ON! tae DVT CLAY, BOL LAE 
SRNAMMGLEM AT STET. AMON HOARSE 
ren A WRIT SCO RCE AMM TAG, Ra 
EUTMADER. GLEN TBO, RPIMAGNETES. Re 
ASH PRGIP URE ATW ERSTE IOME MD MBE 
LAS ARGERLE. RMiCmaTA Th MMAR ATE 
ROTLSTESE 


villive ru 


# 


we 


Column V [4neRSHE! 
Ue ry 


WELL ame AE, WoL CLUNeMTUG. 
W POEM LAE MOMM TES, SRE MATEO 
ROR ROS, Mics BBB BBINE eto 
PHB ti AMOMEL EE MROP 2 CRB IU 
OFM. ANAL TIC ELBE A OER IES TUL 
EW. OPV SMM IHCHEMA EDR CREO EE 
MOTOS, MARNIE PUOIICHSL THI OLEE CAT. 
ROG ROOM FERS TA RANEY), th EHEN AH 
LCbo TH, METAR ZIT. EMREUTUOMRRED BD 
VPEHEBAOR ALOR TURBMA YT OSI L—9 
TECETRMBREMUENS —A/IELPBIEVEDK, Bh 
DUCES (MO) CES, APOLLO MED | 
MIE Do TR Te TS. NEME ILA. MEMOS. Mba 
en ORG ORBTET. MIME AEE, 
Cea = ele CULT OME FORGE 
OORAOBE OULMEINGT. KER SREM 
MAMATHLCBOZET. AMEEOMMEBB, AFSL 
ROMER AMMEN ETAT CBRE HODES, BE 
KROL meee OAM SEM CED. Rite 
AA RANKER EONSE, et Ato CLCe 
EPROM ALN) PL ALO SOR RRS 
CLO, UEMKEB BMS The, OU, 12K 
PO MELO HE RESON TARMAN TOG, EAL, 
RASNT AKO SLI, [ea | SHSB ES eOTaS: 
Ss BLE, IMEI COMM EMMSCET, TEI | COM 
MOM HALO KO CURL AIM 


INSIDE REPORT Photo memory 
[1244 KL RN] 
ABORERK. [4v Pt heA—b | OWMMICHEOT 


PRF-LPSRRENLMRORNH. SLURMBBLE 
2 PlayStation MH MOSM & scsel THX 


2014 October 5-14 
State of Louisiana 


DIAZ | ISFAINY KT) RABY I ORBLE an WG ) a 
PRB MASP FWBR ORE. vs allt 


ARTA SP AYA BOI TPP M ER 
HWM. FROMAOSBETSMMOB 
SPRMMUT IF —SaL IAEA. BER 
OB, $host, MS NgZeNt, 
REOSICERS LOI —K9 MD ay TOM 
MEALLAAUWARE, HAT IVY, HOLICR 
PITS. COLMAR PRM, 
RIK 78 


2015 June 
"KITCHEN" 


2015 ER ST—-LINYETHRTSLED THE 
BOFOLYITbIKITCHEN! MAIVU—Yya 


2015F DES (St. [Project Morpheus! Hi MF ELAR —FaLeLTAMAHE 


KITCHEN 


MOS AINE 7 | OMIM BIL TY Ch 
fee 2016 21-41) 10F1 138. PlayStation” VAWAZTHLELC 
CEROL—F42-F18Z (18 MeL EAR). 


LIEN TL vee 
(Beth) Teen A 


2015 September 
Cover the "VII" 


20153F9A. MHMIATAR NB RSCOBARI LY 
INAAING—B 7) OBINEDAR-KLEZLEEMS. 


2015 December 8-10 
Los Angels "House of Moves" AAD ROMB TIS, MANSOUR 


UMRMCECRRRRE, HORBOtIMETZ— 
E-Yavt+7F+—R4HY4 [House of Moves] & HEBD CH, AY—hIAL ENT MTN 


ABGADAK/ TPES BEENS, ELIOI A 


‘WS PlayStation AMR BH BMLACAD AR 


METUTERS (LOMAS) 


DJ 


F1—- Fat (BRA) 


Eric LaShelle 


Ty9- Fey (SA) 


Katie 0’ Hagan 


DFARS 


Rosanna Sun 


D¥L+- Hy (SAA) 


Navid Khonsari 


FE-K aH) (BHA) 


E-VaveeTFe-OR9T 
BRP —LPPURUZEL, Ra CRSCLE 
DCWADAT MIMBO [iN) TH, 
MORMEWPCIERRTRSD, HROV 
A-ARTOREDS, SBME PLrK=t 7) 
EVIBKES HY CRMGNBORMCRSCE 
GohOT. FRCL OKEBOTOET. [7 
D—| EWIDWUREV-IORATH, Ales 
EMD TENE PMI T MOREL 
TBREATHUE [JLLKS<17) LUD 
217, WDDSHEN-ZITS. RMIT 
METSO TLE, DATICRANEAL TENE BD 
CHMTSBMEIENTH. BUATLORD 
GENET TRAMOKDUTT HY. FHthe 
NIST SALHA—-S-HABERAOTH 
FANS, HORE IDILETORLUED CF, 
URL THTCERLY, UPIVERUREV OT. 
FALAGMORETH, MBLLTELCTE. it 
RUCERIUVIVERINGDD? RACES 
CRERCREOMMEOH? FREER 
BOTLMbTH. (Dd) 

2015 F 12 AMSEMEMBLT. SOT 4 HB 
DMBEVIZEAVET, ATALOMBYTE 


SPEU SIEM 

eNbAT. BLL CERNETD (XR), BBL 
W2WAREMMITSCE. FAUMOA AY 
DIB ECHIAEEDLT, KOBMESEIA 
WHOS, SRCMIATI AFH 
FMRTUME: 

BRLOL *O2ERMSES CHAM 
CEKEMATUET, MLSERLANIII- 
SMoTH oT, REMLSTEC MP TSLOTE 
SLKUTIMT, ADTEO [E) EMILE, 
APRS AICUSTELU IONIC 
C. EP ER OITA BIREIZE, 
WUAV EHS ERT OURS EDO MREL TL 
SoKVEMLEXCTL. STEROID 22> 
HEUET. RBOLIGREPSAMICRS, 
RADE, BROIDA—VE AML 
[f, BeALENM EV IIS—ICRMENSEB SC 
VET. F-ACMTSHRESENMOTT. & 
CHIELADEL I, 


$45 75-Fi8 
ECM RMEV IDET S, BIRTSEVIO 
ESL THER OSE LANSLE, HY 


APIVLOUE 
FDO 1 WeLbSOTEON RH 3 BAOLB 
ELSOCTR, SALERITE, MIMS 
Bohl be heemenTueuncey, SHU 
([ARMLEASN-PF ho TET, (BIE 
n 

WEAF DUARTE OTT. EDU 
PRULTMHEUWUOMEW IAT, HICH 
ORME TEETL, Kiet. ot 


s-RIb 
SHORT eb RMLTOS, MBEEB> 
TUSZEM, —MBADHATEIZETTB, 
LPL1AD 4 379-OMEI PNSDU CH 
Bh. AORRELSCUBAGHADWA, WS 
Ate yIIS-WRERSOT. EUS 
GH CUS BIE). GHSANRLT 
Th, TLtH—F FPF TUSADRA 
SRMEVIOOSMESNTHEF HD, TNELD 
WDMUCALIO EH CRM TSIM MEEUELE, 
(yey) 

ERDT—LEGORT—-LOPTOWRE. 7 


DRUAERUTH, MEOMATUSCED, 
SMEIIOMESEPEVITLH MEBIZEI 
MCAT, TEMETECMUVEMTFED, 
ROS MAMMY TRB EIoRe. Sh 
RPFEROSIA CHASER CK, CRUE 
F. (LYy9) 


ATL 

ASH T RY 10) DNA Eb ote 
FULSOAS1 BSA TIE ATZALHPY 
Fi. DIZLREBDOO CTD, HACOMES 
16 MEL MR ASDUT HY, LoemTLS 
VOBICEBEL TUM, FE2=7 Pal OPH) 
FRIED, WINDT AEM BRE LN) 
INUTF IRAE TIA CUMELIECA 
6, PRICBOLALECSREBUET, (DY) 
JEAN AV I7I~ IEMA YT STIMU, 
G. MER Po THAT SRN TBAD 
PB EEEBOEL IE, —ERACOEA 
HIS VR EMIRL TURAL HUEE, KE 
AMET (PS VR) EA. Oculus Rift £2 
[RRL THEM ROG LITE / ERB 
THHEL TSO TAL ME BUEL I. (Uy) 


Brotha PLALW, KEGEL! 
WHOM ORS AYE otek IC BURIED 
BW. KR DEE, KEAUN— HUTS BOWE 
LDFATCRULEDE, HHTlE 100% OAH 
ELCUSIONTT, THCAACUMLY ORE 
MoTUTH, BEHPSLAREZD LOT WIN, 
[EhH 100%1£5. 120 ~ 130%D174— 
VOAELA| EMEA PNET. FE. 3608 
FATRSNTUSRELOT. HOITAFy—Y 
BREMEN, TDV9ECABE-Yar AF 
FY-DA~YEMTMUSEET, FEMI LH) 
$Lt. 


{=r Lomett 
APL ENTSERCBED AU SOT, 
WNT PPAF BEC ME TE TOE 
t. AE. IL Toto ems Lem 
BOT. WSS rOEMCGO CET. fe 
DUTHERT HEART. ELMO T OTH 
LURTEASOERUBT DT (3K). TF 
PUMEEDY LN BSATHUE, HATI—YL 
(CRU OO — BED IRIHE CUE 


LAND F IAAT, Dob — 
LUMEPBT LIAS SU), SOT 
AKMLTH, BbSADYY—LOHCHIME 
ROT SACHE ATL CRS 
CUSSTFEMOSADDUE CHT, TCD 
MEMMSCEN ARAM ON CUS bY Cee 
Uy, ELSECSI. BrokFETOH—LD [FL 
Atnky PY ORURL| EER CUSBRE 
emuier, (he-) 


BRRDY-L VA CRRENTS 
SHLANGCEB AOL. BAOAUMRTSDE, 
KACP AUPE CR ATT AU ITB 
DAEWIENO A- FWRI 9 TUBEETT, 
POW, MTITHL. USVBAETST 
MUNDO TOMUTEOT, Thats 
TUCRALGS, HCI MOAUNML ODT 
USbeOOURLO ket. (YS) 

REA, BLEAMDROT—LERSLEEBAL 
MMU CO ARH ERLT. A 
AGAt, BRCRMICMS TSAR 
FLAC BML CEBU, EDIA TP AIDES 
BALIN ETH. SHUMTES [BAD 
FDNASLEMRBNTE, ARERULETH. 


SBIR. (RERSIRARIC PS VA MIGY TEL THE 
RIS, BEORUMERSTH, TORE 
oT LDH, (MMB « 3B) 

Shed, MRCOTMAMS RIE, BREMEN 
TUSEUSATLITM, MRMPLOMTETY 
T, RRLCMRENTTDNSDINL TS, APE 
Oth DR REROED IS BGAN ARE CR 
BEAUET. TOBCoTRM [Lew Ste 
STELLA) ARUVCIELM DSRS 
Thar (RB). ATALSAOULMIE. EDI) 
ORBPENTSENIIRTT, (ZY) 
TAREE, BF OMIEEHAS Two thumbs up, 
WhOSRRELTAAN, FRICUUSEOION 
RF —PRBAB ITEMS CONSE RE 
BCT 631 DOMR, 227 TEANROORT, 
[Sr ckRObS) EVDERE WEL, 
ULES CHAE, BBMELS KEL vaMEL MAB CL fat9 (5), 
(Ds) 


N44/\Y—K (RESIDENT EVIL) 
SB. SPROA-F 4 yale Bunce, 
LOTORAM CON TOLD. LOMA 
LEARN SREIELOMBEP TIL, & 
AVGSTURG THOR CRTCHEE DAE 
KATHE, £2 (UM) TOTEM: 
WROBCMREST. AF 19s tHoT, B 
PRCREBS 0 CHECNRLELE, (STAIN 
F (Resident Evil! DLU-ZEEUSZEb, 
PEEL TGP OAACHHE, WHEL TOS 
HOMES [ENELMLAS?! EMAUNCL Me 
SLA. BADRUOFLES—LOMBEAIE. 
KUNCL PRILSA THOTT, RBET 
LoS MARCHE. ETHISALUT HN, De 
BLUES, RRthheLOrWavooc 
SY CORLUCRUET, 


FP AO BOM Ao TUTE, th 
4, THRE TAP SRASO Titles, MK 
PAVAM MBO WAR ALERL C. WI 
HELEN), BAOA—F4TS A (WR) HOM 
AAD] EPO CECT, HARON 
JUAL COMMER BI bars TUBET 
AWTEBLUEB STE. (FE-K) 


COR TULIMMOK Lb 
AMIS —>, BHLEUFSHUR THA 
(By ANGELS, WARPRLACL TOS 
DERM LILA THB. —LERATO 
PREANAT—IOPEBNT), BEISTIC 
FL, WBUVACMEREL CHORMUN MEL 
COT. BELL. GSO DKLAKIC BR 
CET, ERCRMOBOEL, DCMI, 
FLDODA HARM LA CUES MEIR DT 
SREOTUMUPEBUET. (FE-K) 

$C [BHR] OBMICI4—HA (HD) UCU 
EMRE, PLA Ft V9 I7S—BUV UMC 
EL. AF —FEAUEPA ROEM CRROE 
L. EACAI-OMEDTSOT. MOET 
ELA TUMKUREE, (YH) 


169 


SHEE ee ee ee eT 
2016 June 14 
Announce Trailer 


INA AING—E 7) MEARE —-F—-NABV—VY ay beet 
RVIBSE. MEORBET-VHMRENTOKIEN DNS, 


2016 June 14 
E3 Electronic Entertainment Expo 


2016 #6 A138 (OY te LAR MOF) (MESHES 2016 PlayStation® Press Conference] (= 
BUTI NAAN KT LF Yb F—-EW | SERENE, 


[MESWCAAOR TURES, KL—F-ORBET 
RBS ERO Tks EPDSTNLE 
AUT PBL Chl. MMS TbAe, 
ZACAMBMAE!), RRALF ER ERR CRM 
SAOARLTLEWSL zee 
RAT. WbreBLHLsLs, 


ORBO RRO! 
MSpokjMeeL ta. | (IEAPR ELIA) 


2016 June 28 


Ambassador POINIH F427 AM LIA 2016 
468 A, 10 A, 11 Alcteeh, MaRemHeT 
SNS P7OVSMUTLU—-AT PVA RE BI. HERL TUK LE MRM PSMHE, PROT — TOM RM 


BRETS[NTANY-K PLING S—-J7OIIL SRh—TENK CEU THI. (8 A. 10 Als! 
11 AGAR TRIE) 


BICHAZARD 


AMBASSADOR 


2016 August 18 


Games Convention 


BLY: FIby TMEENS BMT —LAIY, 
FOF 3—-F-MISASHEGKHRRERVEDS 


2016 August 26 
CEDEC {Computer Entertainment Developers Conference] 


F-LMBSAMGAY I PLYATHRERK 
[FAbPPAbY | BRON BEE Yb 


MISSION IMPOSSIBLE | oat 


} 


wae 


1. THETHD GMWMBI1 IIL 
2. ENETENSDRWABYY—Z | 
3. THETENSAMOTE YA 

4. ENETEOSMRMET ¢ RU PILET | 


100 DSLR \ 


AT-F (HBA) (CFETSEOI, 
WeOLBee CMBR SH, [HMSnIKbEOr 


wwwere a{gewe villive ru 


2016 September 15 
Tokyo Game Show 


BATOSRARAILIAD RRF-—LY ad 2016]. 
F-ANA1A-BANC Ih BEN, BHHGKIPLEMAAHE 


2016, ReMA THEM EMEMASH. AF 1VORMEAM, TOF I-Y—. FAL T4—-MIS EO hi THISEH, 
BAWBERIS. TORT, [NANAK 7 OSBPWULUSBRLLIEL TU 


WRIAPO—MIcit, RCW 
We. EO ORB 


W223) 


aaecioh 


TEAPTWEIFEELTEHBEH IE. DOS PILI PAR] SER, 
MARSH, MEME RCRRSRIALT “A” ZAR TX<. 


2017 FILASEFOE—YaviaDeReRMl. 
AV PAW I AWLESSLOZRYIIBF LIF 


ire 


WZE LP 0012 


Michael A.Levine feat. Jprdan Reyne 


Go tell Aunt Rhody x3 


that everybady’s dead 


J was raised in a deep, dark hole 
a prisoner with no parole 
they locked me up and took my soul 


ashamed of what they'd made 


Go tell Aunt Rhody x3 


that everybody's dead 


called to him and he will come 
she'll run to him like he’s the one 
his arms outstretched, but when she’s done 


He'll be torn apart 


Go tell Aunt Rhody x6 


that everybody's dead 


URE. BROAb—-V—-K-KEBR. SPOOMM, Dyes syvFevsok 
BES HOI TLHSY. MEPABORH CHSLOBALTU GS -vbat. 
PLSFLE [KI OWRCIGVICCBBULESK. 


| Saket: 
Bet Rerew!lly 


Pb, 


Meu je 
Pypeteoee 


To7- 
Ait Het 
Fut Bon 
Mei fott Bh Dart 
ay 
at 7. 


by? 
4—#y | 


Hag. fe)0z3Z 


BRAT Heh 


Ahhotskten 
DELLA bye, 
297A / 

KER &. Bez 


WIL AS w 2k 


l BR A 


ay 
gee 
SAR AEM 


"ph PHU Sesberes 
» Redglel ecradal | 
oksahBie hain % 


" sRewkoWAl-a 
rf } SOR BMG OFFA 
"ya ttt.. 


El ery fh zhen.) 


"Ath eh f?, 


9. Pea, 


' 
ete 


Fodgdugity 


Tes4geay 
They. Bh 


Pree % 


“apes, 
WG ,.. 


"Peebicobz 
toptene ty 


Te 
(atv) 


Wes, 


ely 
rhode aft. 


2 
op lwzee ai 
& He Hin2B~ 
(FE Fe SARUM) 
Bowe: 
“Paine 23 FFP 
fleas), 


Ta siz, 


Hy 


7t—-- 


"wedi 


te 


C46") 


Hibia HE dea iG 
Re A ey 


FREA. 
GAMERA SZ, 


(ra eernie 
te RE tate wre. 


"gallo diels 
ARO 


f Sothie tein 


BryATTMRIA 


FLING. 
ARN EHD. 


Cpe HE.) 


“pupa Bt: Fereve 
diknet ir? 
Kot L, 


ap 
v caacas t 
Bet xs. //, 


El7hOB RFt 
Aen pa 7E 


“iE 


Leo aa le 
Bow BB Le OS cas 


| AR Aza. 


A 
Wz, 


dktagA / 
Whe BG wrk: 


TF paige 


"HL 3587, 
$2! 


t 
A424! 


eee, 


troprad 


“Phase, 


H 4-4! 


eye x3Ib/ 
ebadacel, 


aw 


Pe * trl, 


it AK. 
rz) 


Air Harso2*® 
A GR Ww Aye v*) 


These Ds#e-... 
veoh evel 
PRAIA 


Lie 
HBA, 


Far. ZZ xRP 

DR atte, 
FF 
780 MLC y 
Y Fey 


resident evil 


| 77 cee? | 


2017 January 26 


Release =f 
» 
, 4% 
S 5 SOS 
TEE Ge ot 


www res 2 villive ru 


BIOHAZARD 7 Resident Evil 
Document file 


BARR VOR Lb AE Kea Arbor 


Directed by Dengeki Strategy guide Editorial Department 
20173A31A weT 


BK BRUM 


Hin Director 
EBRRABES (ARAM) Daisuke Kihara 
44 Flo be Director [Part of Inside Report) 


‘3 PlayStation H&S (AMX) Yuta Shirahata 


4294 Pak b Pe Writer [Part of Inside Re 

PEA Toru Shiwasu 

Mah EY Editor & Writer 
RRTAAR TOKYO TEXT 

ya Hajime Nakagawa 
Pxr-bARK James Kuroki 
je Photographer 
eA Satoshi Tokui 
MR slator 


BRBARP IFAT T-SL TAT IP Active Gaming Media, Inc. 


HFA Designer 
RRFFAb TOKYO TEXT 
NK PHY CoverDesigaer 
as & Gaku Watanabe 
FOF s—t— Producer 


RPA (WA HH) Takeshi Matsumoto 


I~ FYR—-#- 


‘ER PlayStation MK a6 (RS) 


Coordinator 


Yoshimichi Nishioka 


Why 
RRBAATIY 


Special Thanks 
CAPCOM CO., LTD. 


MOM M MN (AL. 25>, FPS IES) BU 
Dh AM ERTRALED 


RAN O RS SLO 
Wid REAMAN MME COR TH 2TH OE 


RT -ATAUSMIBAVLLET. MASNABSREMELT. PAA—- AF 1 7-IABMUAHEBOS 
MAEM THRILL BSTHREMASNTOSMALSRUMATHEEA, 
EIN AMRL THN ET 

bd SS http://www. kadokawa.co.)p/ 


CAWONE WMAGL) MISRETOSMUVAH UE —MRIKITHIREA, STRMLOST 


AF4PI-JH 

F 102-8584 RMT REE Wt 1-8-19 
TEL.03-5216-8383 ($4) 
TEL.03-3238-1854 (8) 


ay 
H#ASALKADOKAWA 
F 102-8177 RRBF RAE RL 213-3 


FOB 
RKSNV TUT 7 


@CAPCOM CO., LTD. 2017 ALL RIGHTS RESERVED. 


PlayStation” S205 “PS4’ 
SRE AETT, 
“Xbox §2, R1@ Microsoft Corporatio 
MEBETT 


BB MRBUIR— A LSBIFAIL EFA 


ho 


Ps LOSE CDH ODO S 


Printed in Japan 


ISBN978-4-04-89287 1-7 C0076 


SL TORACREBLSHTUET 
nC BUEA 


KSB CEaY. 


© GAPCOM CO;I:TO. 2017 ALL RIGHTS RESERVED 
Re Las A 
www residentevillive ru 


BT O H:A.Z AR D’ “%, Tyersat d-ern he seev eA Document file 


